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Welcome to the beginning, not only of this guide, but to the FINAL 





FANTASY series. The graphics have been enhanced from their previous 
8-bit incarnation and an impressive CG intro has been added. If you 
played FINAL FANTASY when it originally appeared on the NES, 
then you're already familiar with the game's mechanics. If you're a fan of 
the series and never played the original, then take a moment to browse 
the game manual for the basics of getting a game up and running. 


The latest incarnation FINAL FANTASY includes a modified version 
of the original adventure (one big change is the ability to save almost 


anywhere and at almost any time), the bonus dungeons from Dawn of 


Souls, and a completely new dungeon called the Labyrinth of Time. 





Picking the Right Party 


Ac the beginning of the game, you must choose a class for each of your 
four characters. With six classes and four characters, this is a difficult 
decision. A good rule of thumb for a balanced party is to use two 
offensive characters (Warriors, Thieves, or Monks) and two spellcasters 
(Black Mages, White Mages, or Red Mages). To learn more about each 


character class, flip ahead to the “Character Classes’ section. 


_— 
. New Game j 
222? ———— nd 


——=—— 
Assign ‘each ‘character's name 


d class. © 


Warrior 


2222 

Monk 

222? 

Red Mage 


onfirm — 


: Done 


>??? 


Black Mage 
: Auto-Name 











The Controls 
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Mali Menu 
Pressing the 
Triangle button 
while not engaged 
in battle brings 
up the main 
menu. This screen 
provides a quick 


overview of every 





character's current 


status, your current location, and progress through the game. 


In addition, there are seven options that allow you to use Items or 
Magic, change a character's equipment, get an in-depth view of a 
character's status, change the party's formation, alter the configuration 
of the game settings, or save the game. 





llems 


Use this menu to manage the items in your inventory. The name of each 
item is listed, followed by the quantity of that particular item in your 


inventory. Your inventory can hold up to 99 of a single item. 


The Key Items 
selection lists 
special items 
collected 
throughout your 
adventure. The 
items displayed 
here have specific 





uses that are 
triggered by events 


in the game. 








Magic 


Select a character 
to view a list of 
that character's 
current spells. This 
screen enables you 
to use certain spells 
(those highlighted 
in white text), or 
discard a spell that 


you want to replace with another. 


Equipment 


A character's Equipment menu enables you to equip weapons, shields, 
helmets, armor and gloves. The four values on the bottom-right side of 
the screen change based on the item being equipped (some of the items 
obtained from the bonus dungeons impact other numbers not seen 

on this screen). Yellow numbers indicate an improvement, while gray 
numbers indicate a decline in those four stats. 


Wier Ecuipment Optimal Remove [|| Equipment } 


Tuss Ly. 93 Weapon » Ultima Weapon 
Shield Slice Shield 
Helmet Tiger Mask 
999 Armor Y¥Survival Vest 
594 Gloves Genji Gloves 


Ninja 


}} Accuracy 
Defense 


Evasion 


up | 


Select Optimal to automatically equip the items with the best stats. 
Select Remove, then choose a piece of equipment to return that piece of 
equipment to the party's inventory. Don't leave this screen too quickly! 
Keep in mind that the Optimize option does not take into account any 
enemies that you may encounter. A Mythril Sword has a lower Attack 
rating than a Flame Sword, but you don't want to equip a Flame Sword 
if you're about to face a Red Dragon. 


Status 


The Status screen 


Red Wizard 


shows each Garrik 
Z Ly. 44 
ability rating up 277 / Streneth 
° Level Agility 
for a particular sop intclligeace 


Stamina 


character, as well 


Next Level 


Lack 
as that character's 


Weapon ~ Attack 
EXP and ieee Accaracy 
Helmet 
nye as au armas DRaby Armict Defense 
the amount of Gloves *Protect Ring Rvesiea 
EXP needed to 


level up. Before 
venturing into a new area, check each character's Status screen to see if 
anyone is about to level up. 











AS) a 
Formation 


This option allows you to select two characters and switch their places 


in the party's marching order. 


Configuration 


The Configuration 


Y Dash 


Cursor Default 
Message Speed Slow 
Controls 

Window Color 

Bestiary 

Language Settings 


Soiseg aes 


menu allows you 
om 
to change the 


M 
@@@ @ Fas 


gameplay settings. 
Highlight a 
selection to display 
information about 


that option on 





the bottom of 





the screen. 
Dash 
On Always dash while moving. 
Off Dash only when dash button is pressed. 


This is only effective in towns and dungeons. It has no real impact on gameplay 
other than speeding through these areas. 


Cursor 


Default Keep default cursor position in menus. 





Memory Remember cursor position in menus. 


If you repeat the same commands and use the same items continuously, the 
Memory option reduces the tedium of selecting the same options on every turn. 


The closer to ‘Fast’ this option is set, the quicker messages will scroll during 
the game. 





Controls 
This menu enables you to change the Confirm/Back button, Menu button, 
Bestiary button and how you control your party’s movement. 


Window Color 


Use this option to change the Red, Green and Blue settings of the menu 
windows. 


Bestiar 
2 { Black Dragon 


Each enemy you 
fight and the 
number defeated is 


Number beates 


Attack 
listed here. There pened 
is a completion ivelivece 
percentage (which ~~ eae 
comes into playas | oe .. 


EXP 


Treasure 


one of the game’s 
secrets) included 
on the main screen. 
Select an enemy to view additional information about it. 
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Plains Forest Desert 


Modes of Transportation 


WALKING: The party can walk over Plains, Forest, 
Desert, and Stone areas. 


SHIP: The Ship is used to travel over deep water, but is 
limited to docking at a harbor until the party gains the 

Mountains Shallow Water use of the Canoe. With the Canoe, the Ship can dock at 
rivers. | 


CANOE: The Canoe is used to cross the shallow water of | 
rivers and lakes. 


AIRSHIP: The Airship flies over every type of terrain, but 
can only land on open plains. 


Deep Water 





While exploring dungeons and castles or traveling from town to town, your 
party will randomly encounter groups of enemies. In addition, there are pre- 
arranged battles against bosses that are triggered by speaking with certain 
NPCs, or by stepping on a certain point. 


Between Balles 


When you're not actively engaged in a battle, you can prepare each character—or your entire party—to improve their chances for survival and success. Each 
town or monster-infested area may contain better equipment than what your party currently uses. When you acquire something new (by purchasing it, looting 
it from a chest, or if it's dropped by an enemy), compare it against your characters’ current equipment. Items that can’t be equipped (Antidotes, Potions, etc.) 
generally serve as back-ups for White Magic spells that your party may not have. These items, which are used to restore HP or remove status ailments, are 
consumed after a single use. You cannot consume Key Items; these items are necessary to trigger certain events and advance the game's storyline. 


You must purchase Black and White Magic from the appropriate magic shops, which are always located inside a town. Generally, Black Magic is used to 
inflict damage and status ailments, while White Magic is used to restore HP and remove status ailments. Not all characters can use magic, but it's extremely 
important to keep spell lists full for the ones who can. 


Use the Formation command in the main menu to change the order of your characters (the character in the top position appears on the screen while you're 
navigating). Characters closer to the top position are more likely to get hit, so place the characters with the highest hit points accordingly. 


During Battle 


Unlike the later games in the FINAL FANTASY series, FINAL FANTASY 
has a fairly simple battle system. Your characters have six choices from which 
to select one action per round of battle. Those options are: 


if: Attack a single enemy with that character's equipped weapon. 


2. Use Magic to heal allies’ HP remove status effects, or inflict damage 
on enemies. 


3. Defend in an attempt to reduce damage taken from enemy attacks. 


4, Use Items from your party's inventory, or one that the character has 
equipped. 

5: Equip an item from your party’s inventory to use in battle (the character 
can perform another action this turn). 


6. Attempt to Flee the battle. 


After Battle 


After a successful battle, the surviving members of your party (those who 
arent KOd or afflicted with Stone) divvy up the EXP and collect all the gil 
and items (if there are any) left behind. 


EXP is used to raise each character's level. The higher a character's level, the 
more powerful he or she is in combat and—if they can cast spells—the more 
MP he or she will have to use on magic. 


‘There are several methods to use to restore the entire groups HP and MP. 
Sleeping Bags and Tents restore some HP to each party member and can be 
used anywhere on the World Map. Cottages are the same, but they restore 


more HP and all MP to each character. Staying at an Inn restores each 


character's full HP and MP. 





or act. 





) 


1s 2 


STATUS CONDITIONS AND THEIR CURES 


Many magical status effects raise and lower stats, like Haste 
and Slow. There are seven status conditions with special 
effects that are important to know. These conditions can 
affect both allies and enemies. 


POISON 
The character takes damage each turn of battle and for each step taken between 
battles. 


saiseg auiey 


Use the spell Poisona or the item Antidote to remove this ailment. Note that this 
condition persists after a battle ends if it isn't removed. 


PARALYSIS 


The character cannot move or act. 


This ailment may go away on any turn, but always vanishes when a battle ends. 


The character cannot move or act. 


This ailment may go away on any turn, but always disappears when a battle ends. 


DARKNESS 


The character's accuracy and evade scores drop. ; 

Use Blindna to remove this ailment. If nothing is done during battle, the condition 
always goes away when the battle ends. 

The character cannot cast spells. 

Use the spell Vox to cure this ailment. If nothing is done during battle, the condition 
always goes away when the battle ends. i 

The character cannot act. 


Use the spell Stona or the item Gold Needle to remove this ailment. Note that this 


condition persists after a battle ends if it isn't removed. 


When a character's HP reach 0, the character cannot move 


j To revive a KO'd chee use the Life or Full-Life spells, a Phoenix Down, or visit 


a Sanctuary and make the. requested donation. 
, ONE MORE CONDITION... 


There is one more ‘Sats condition: Confusion. Caused 
by the spell of the same name, this condition only affects 
enemies. When affected, the enemies turn the other 
direction. A confused enemy will aol its comrades or 
itself at random. = 
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Magic is divided into two categories (Black and White) and ranked from level 1 to 8. Although there are four Black Magic spells and four White 
Magic spells in each level, each character can only learn three spells per level. If you would like to learn a spell but have already filled the three 
slots allowed, you may use the Discard option in the Magic menu to 
drop a spell and free up a spot. You can fill Red Mages slots with any 
combination of White and Black Magic spells, provided they can learn 
those spells. Knights have a limited selection of White Magic, while 
Ninjas face the same situation with Black Magic. 


It takes MP to cast spells and all spell levels use the same pool of MP. 
Each class that can cast spells gains MP with each level increase, but 

the amount gained is random. For this reason, if you have a Warrior or 
Thief in your group, it’s a good idea to complete the class change as early 


as possible to maximize the amount of MP the Knights and Ninja can 


accrue. 


= A 3 | 50 | CORNELIA 










5 a ASE 250 | PRAVOKA | 


‘Comments: Raises one ally’s 
jevasion. 








NulSI nock 


250 PRAVOKA 










250 | PRAVOKR eam ig 














White Magic 


|Cura 
MP Cost : 

























Class. Cost Location — 
10 | PEAR Fe | 1000) evrneim | 
‘Comments: Restores alittle HPto | 
jentire party. 


_Class___Cost__Location 
Pat FB | 1000 | ELFHEIM 
Comments: Restores HP to one ally. 





















LNulBlaze 


Ba 
Pease 1000) ELFHEIM | 
‘Comments: Deals damage t0 all 
undead foes. 


White Magic 


Fear 
MP Cost. HESS Cost Location 

10 | Pe | 2500 | 
Comments: Drives all foes away in _ 
terror. 





'Comments: Reduces fire 
half. 






|_Poisona 


Ps Fy fa 2500) ELFHEIM 
Comments: Cures poison.” 

















'NulFrost_ 













PS Vig Fea | 2500) ELFHEIM | 


Comments: ‘Comments: Cures silence. 


half. 









|Healara 






Class __ Cost Location 

25 | AF, | s000| metmono 
Comments: Restores HP to entire 
party. 


| Life 





Comments: Rane a lot of HP to 
one ally. 











MP Cost _ es s Gost. Location Cost. 
AA Fi | 5000| | MELMOND 


(Comments: Revives one KO'd ally. 





aaa at ane 5 a 
undead foes. 





wajshg aibeyy ayy 


4 
S 
= 
x 
S 
& 
=] 


White Magic 





White Magic 


Level 6 





ca Location — 







LAKE 
SSaRREREE __ party out of 
eae 











| invisira 






__Class__Cost_ Location 1 
r Sy | CRESCENT | 
PAF & | 13,000 LAKE | 





‘Comments: Raises ror S$ evasion. 


White Magic 


| Curaja | 
ar Cost Class_—_—Cost_Location 


| | BABARs a | |30, 000 


eras Fully restores one ally’s 
HP. 





























|Diaja 
|MP Cost __—Class_— Cost__Location 


35 BABAR S |s00m) GAIA 


‘Comments: Deals damage to all 


lundead foes. 
L = 


White Magic 


Dispel 
MP Cost HESS Cost Location — 

PARARS i 
a Ac 
eebelper Negates one foe’s 
magical defenses. 




























Full-Life 
MP Cost _ Class __Cost__Location 

40 | BABAR 40,000) Lurenia | 
(Comments: Revives one ally and fully 
restores HP H 

































| Protera | 
| MP Cost Class Cost Location _ 











CRESCENT | 
20 Le a ig | 130) LAKE 
Stona 






ares Glass. Cost Location | 


PAPA Ss 


an Cures stone. 





Cost Location | 





(Comments: Restores a lot of HP to 
jentire party. 
















|NulDeath _ 
MPCost Class __Cost__Location | 
S i t 
28 | BAe Fe |s0.000] onnac 
|Comments: Enhances party’s 
pele against death. 








|Comments: Damages all foes with 
iholy light. 


‘Cost Location — 


|Comments: Reduces damage from 
spells by half. 























Black Magic 7 oils 


| Fire : 
MP Cost _ Class Cost Location e set 
Ba Fz Fez | 50 | CORNELIA 
‘Comments: Deals fire damage to to one 
foe. 





MP Cost __Class__ Cost Location 
_ af We, Veg, | 50 | CORNELIA I 


















oa 








Cost Location Cost Location 
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(Comments: : Deals lightning damage 
Ito one foe. 


|Comments: Lowers one foe's 
jevasion. 


i 
= 








_ Cost Location _ _ Cost Location 





















Gomments: Reduces all foes’ number 
lof attacks. 


(Comments: Deals ice damage to one 


ifoe. 











__ Cost Location _ 














Black Magic 


| Fira 
ME Cost Class 
























(Comments: Paralyzes one foe 


‘Comments: Beas fire damage to all 
ifoes. 








[Thundara 

MP Cost _Class_—Cost Location — 
4 

15 


BL Deals ae damage 
ito all foes. 







_ Cost Location 













Min — 
|Comments: Lowers evasion of all 
ifoes. 
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LAA 2500 ELFHEM 


Comments: Deals i ice damage to all 





iof attacks. 









_ Class _ Cost. Location 
15 | Bey He PE | 2500) ELFHEIM 


By 8K 2500) eve Be 
‘Comments: Causes foes to turn on ‘Comments: Puts one foe to sleep. | 
leach other. | i= 








Pa fae 5000 | MELMOND | 
IC Tenis Deals fire damage to all_ 


a 











‘i iF 5000 | MELMOND | 


‘Comments: Instantly kills all foes. 





[Gomments: Tansers party to. 
/previous floor. a 










il cost 3 €, fost. Location — 


"Class Cost Location 
S | CRESCENT 
PAZae 13,000 “UKE 
‘Comments: Deals | lightning damage 
bP all foes. sree 






aR 18.000) TAKE 
‘Comments: Calls a an ‘earthquake to 
eres 
pane ow foes” . 











MP Cost __Class__Cost__ Location _ . MP Cost Class __Cost_Location 





wajshs obey) ayy 


‘MP Cost. Class | a 4, MPCost. Class _ Cost Location \ e 
30,000 = ‘ 


MP Cost _Class__Cost_ Location —_ ‘ MP Cost Class Cost Location | 


| RAIZADR || wren | 


MP Cost __Class__Cost__ Location € MP Cost Class Cost Location 


Ace | Ie oe 


s: Banishes foes to < 
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A great deal of the following Items, Armor, and Weapons may also appear in randomized treasure chests in the bonus dungeons. 


RECOVERY ITEMS 


Potion Ether 
What It Does: Restores 50 HP What It Does: Restores 30 MP 


Mount toroar. Cavern a Ice Bi ee 
15 Puzzle, no placing - ae ‘ 
Pravoka, ‘Crescent Late, 6 Gaia, Onrac 

150 giV75 gil 


‘Dropped Ai Elemental, Unicorn 





Turbo Ether 


What It Does: Restores 150 MP 


Hi-Potion 
What It Does: Restores eh HP. 






Mount Gulg B2 


Crescent Lake, Gaia, ona Wiis oF 
B9 


150 gil/75 gil | ; Mee ui 2 on Dry Ether 
Green Slime, White Croc, Knocker What It Does: Fully restores MP 


‘Chest Dragon Caves B1, Chaos Shrine 3F 


15 Puzzle, 2" place 
Lich, Ahriman, Holy Dragon 
800 gil 








X-Potion 


What It Does: Fully restores HP 


Elixir 


What It Does: Fully restores HP and MP. 
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Mealixir 


What It Does: Fully restores party’s HP and MP 
Chaos Shrine B2 

Dragon Zombie, Phantom Train, Abyss Worm 
2000 gil 





Antidote 
What It Does: Cures poison. 


Matoya’s Cave, Marsh Cave B3, Cavern of Earth B1, 
Mount Gulg B2, Mount Gulg B4, Sunken Shrine 5F 
15 Puzzle, no placing 

Cornelia, Pravoka, Elfheim 

50 gil/25 gil 

Warg Wolf, Desertpede, Gloom Widow, Python 





Eye Drops 

What It Does: Cures darkness. 
15 Puzzle, no placing 
Pravoka 

50 gil/25 gil 

Ogre Mage, Kraken 





Cold Needle 


What It Does: Cures stone. 


Chaos Shrine, Cavern of Earth B3, Mount Gulg B4 or 
Mount Gulg B5, Dragon Caves B1, Flying Fortress 
3F x2 


15 Puzzle, no placing 
Elfheim, Onrac 

500 gil/250 gil 

Cockatrice, Pyrolisk, Basilisk 





. Echo Grass 
What It Does: Cures silence. 


15 Puzzle, no placing 
Elfheim 

50 gil/25 gil 

Skeleton 

















Remedy 

What It Does: Cures ailments except stone and KO. 
15 Puzzle, 2" place 

Onrac, Whisperwind Cove B21-B29 

1500 gil/750 gil 

Earth Elemental, Bloody Eye, Catoblepas 


Phoenix Down 

What It Does: Revives one KO’d ally. 
Marsh Cave B3, Mount Gulg B2 

15 Puzzle, no placing 


Cornelia, Pravoka, Crescent Lake, Gaia, Whisperwind 
_ Cove B11-B19 


500 gil/250 gil 
_ Mindflayer, Soldier 


Sleeping Bag 
What It Does: Partially restores party’s HP. Can 
only be used outdoors. 


— Cavern of Earth B3, Cavern of Ice B1 
Cornelia 

50 gil/25 gil 

Weretiger 


Tent 
What It Does: Partially restores party’s HP and MP 
Can only be used outdoors. 


Castle Cornelia 1 Chaos Shrine, Mount Duergar, 
Cavern of Earth B2, Cavern of Earth B4, Mount Gulg 
B2, Dragon Caves B1, Mirage Tower 1F 


Elfheim, Crescent Lake, Gaia 
160 gil/80 gil 
Hill Gigas, Manticore 


juauidinby 9% suiayy 
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Ul SDIGET § SUK 
WHAT IT DOES: Fully restores party’s HP and MP What it Does: Slows down all foes. 
Can only be used outdoors. 

gs 
Castle Cornelia 1F. Marsh Cave Mount 
Mount Gulg B4, Citadel of Trials 3F, Drago 
Mirage Tower 2F, Flying F ( aes 


Gaia,Onrac : = 
2000 gil1000 git = 
Crocodile = 


15 Puzzle, 3" place 
Scorpion — 
100 gil 





What it Bbes: Casts NulBlaze. 


Emergency Exit 
What It Does: Transports party out of dungeons 
and towns. 









SS 


Whisperwind Cove a 
1000. gil 
on Ostia 













COMBAT ONLY ITEMS 


Hermes Shoes 

What It Does: Casts hal peat ere 
He Lunar curtain 

What It Does: Casts NulDeath. 






15 Puzzle, 2% abe s 

Whisperwind Cove B 
6500 gil/100 gil 
Vampire Lord, Mage Chimera ie 





Cockalrice Claw Bine Curtain 
What It Does: Petrifies one foe. 


What It Does: ee NulShock. 





Sahagin Queen 
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White Curtain Faerie Loni 
What It Does: Casts NulFrost. What It Does: Temporarily raises max MP 





Blue Fane What It Does: Temporarily raises attack. 


What It Does: Casts Thundara. 
Caravan 





15 Puzzle, 3° place 1000 gil/500 gil 
100 gil Allosaurus, Mad Ogre rs 
& oe = 
e 
Whitn T4 3 
Wille Fang CLUE S 
What It Does: Casts Blizzara. What It Does: Temporarily raises defense. $ 





Red Fana What It Does: Temporarily raises agility. 


MUU L ULY 


What It Does: Casts Fira. ES 
Caravan 


1000 gil/500 gil 


STAT BOOSTING ITEMS 


15 Puzdle, 3" place 
Fire Hydra 
100 gil 





YQ mpire Fand 
What It Does: Paralyzes one foe. 


What It Does: Raises max MP by 5. 





Giant's Tonic me 
What It Does: Temporarily raises max HP Ulver Apple 
es “ z What It Does: Raises max HP By. a 


Bonus Dungeons only oo 
100 gil ae 





15 








16 


Golden Apple Mind Plus 


What It Does: Raises max HP by 10. What It Does: Raises intelligence. 





s, x 100 aie 
Power Plus Stamina Plus 
What It Does: Raises strength. What It Does: Raises stamina. 











= Hyenadon Meee 


Speed Plus Luck Plus 
What It Does: Raises agility. What It Does: Raises luck. 


Se Bonus Dungeons Only ae ee cc 
: & 100 gil a ee 





KEY ITEMS 





















a | FOUND |i Visible: Fiying Fortress, 2F 
erent STEIN Lesendary metal ot 


renowned strength. 












DESCRIPTION A sonorous instrument of | 
great beauty. mee 


Phy | FOUND | Chest: a ‘Rosetta — RTT cones site 
De | ei ai 8) Acrownthat shimmers : San Bas iar A bet inscribed with 


mysteriously. ancient writing. 


DESCRIPTION se GOVERN eS Rica An enormous red jewel 


— EL wise 
(mEarth'Rod's\) pesenienon Pera ee are 


nature. 


I ) Misibie: cavern of ce, 82 
Be svc 0M Mysterious rock that foats 
in the air. 
_— Foun [) NPC: Lunia 
“Seal DESCRIPTION A dlcet chime of Lufeian 


origin. 









DESCRIPTION Koto tay | 


- Sealed doors. 


PETE chest: Caste Comeia, 1F 
Giro Powder) pesonenon Aone geese 


power. 
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Chest: Citadel of Trials, 3F 


Dey ‘a ali) 
arell ~) Tail Sihs\a0'0) 9) A token of valor and 


strength. 


NPC: Waterfall Cavern 


DESCRIPTION | A cube made of a muiti-hued 


substance. 


} FOUND Shop: Caravan 
=ar “| DESCRIPTION | A bottle containing a faerie. 


| FOUND NPC: Gaia 
Hehe oe) A strange liquid that gushes 


forth air. 





NPC: Crescent Lake 


st) 
— 
(=) 
i) 


‘S55 \)os\)))) Small boat for crossing lakes 
and rivers. 


a)i)}) 4) Bonus Dungeons 


DO iS h\i900") A sweet candy liked by the 
dwarves. 


Bonus Dungeons 


S82) 908)" 7) A sonorous instrument of 
great beauty. 


31)))\))| Bonus Dungeons 
S82) 90)" 7 An airship component. 





Bonus Dungeons 


‘ve: \ 901) A tool ideal for tunneling. 


Bonus Dungeons 


Ss \)aelt)) 4) Nerrick’s signature. 





| FOUND Bonus Dungeons 
DESCRIPTION | Matoya’s own remedy. Cures 


any illness. 


| FOUND Bonus Dungeons 


HSS eset) A well-worn set of 
blacksmith’s tools. 
































o/P 


| FOUND | Bonus Dungeons 
Lnicea Kay: 
HHUUSG INGY J=s 55/95.) | Some poor dwarf’s lost key. 


| FOUND | Bonus Dungeons 
DESCRIPTION Token given in recognition of 


friendship. 


| FOUND | Bonus Dungeons 
DESCRIPTION | Components of a robotic 


arm. 


| FOUND | Bonus Dungeons 
DESCRIPTION Components of a robotic 


shoulder. 


| FOUND | Bonus Dungeons 


DESCRIPTION ' Components of a robotic 
torso. 


FOUND Bonus Dungeons 
eta (trate — 
/AAUGIO* CIT CUI RESERIPTION | Component enabling sound 


synthesis. 


| FOUND | Bonus Dungeons 
DESCRIPTION | Components of a robotic leg. 


| FOUND | Bonus Dungeons 


DESCRIPTION ' Plating shielding external 
components. 


juauidinby 9 sutaj} 


FOUND Bonus Dungeons 


v8) a0} A chip containing an A.!. 
program. 


=) 1") Bonus Dungeons 


DESCRIPTION | Components of a robotic 
head. 


Bonus Dungeons 


5s) 4.) | Bridge for connecting battery 
and chip. 


FOUND Bonus Dungeons : 
1 Sse) 400) | A robot's power source. 
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BODY ARMOR 





~S(lotlies SD iliite Robe 


Def EVA | Wat | PREIS Description 
: aaa aay Snr oF See tenes SE 


Cavern of Ice B2, Flying Fortress 3F ‘Chest —Fiying Fortress 2F 




















Starting Gear (all classes) ql PC Sale Whisperwind Cove 
I 25,000 gilt gil 
8 gil/4 gil 








Def | EVA Wot HERS Description 
3 eye aS i Seay 


DEUTER IE ane EO 
¥3 | a h 
Paap ety e Rate eae ee 


Description 


Fy | Arobe that casts 
‘| Blizzara when used. 


Flying Fortress 2F 
Whisperwind Cove 


Sell 25,000 givt00 gil Def | Eva | Wat | Class 


ew ey 












Doi Armor 





Chest Castle Comelia 1F- 
Shop Pravoka, Elfheim 





Cost/Sell 640 giv3z0 gil 


‘eDKiight’'s Armor 








Shop Melmond 


Cosi/Sell 36,000 civi8,o00gi = 


eD Myilirl Mail 


Chest Mount Duergar 
Shop Crescent Lake 


Cosi/Sell 6000 iv3000 ci 


eS Flame Mail 


Det | EVA | Wat | Class 


yr 
= 








Chest Mount Gulg 85 






a 


- = 4 
a7 “ <4 
. =n & | > nowe 





Sell, 15,000. 





escription 





[ce Amor 


Det | EVA | Wat | Class 





Chest ___ Cavern of Ice B3 





Sell) —_15,000 gil 































‘s®Diaiond Armor 


Def | EVA | Wat | Class 
ae ne es 


es 2 


Chest Sunken Shrine 4F 





Sell/ 30,000 ait 


‘e®)iagon Mail 


Def | EVA | Wot | Class 
OES & z } PRE TE 


= 


CheSt Mirage Tower 2F 
Sell 30,000 gil 








‘e(oniPArmor 


Dropped Warmech 





Sell 100 gil 


‘<> (opper Armlet 


bet | EvA | wat | cas ; 


CheSt Marsh Cave B3 


















Shop Ettheim 





Cost g00gi/400g! = 





Diep Armlet 






Chest Marsh Cave B3 
‘Shop ____Melmond 








Cosi/Sell 4000 giv2000gi 












juawdinbz 9 suiajy 
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DSiinvival Vest 


<D RilipAmlet 












Description 


i 


Def | EvA | Wot | Class | Description 
Sea Sef sicki ae ‘mu fs 











Description 
Description RSe & ail of cr 
An nle ia eee - 32 aS : EPpy 0) 


Description 






“Whisperwind Cove B11-B19 
70,000 gil100 gi 












|S Mazimillian 


escription 
j = 


"Whisperwind Cove B21-B29. 






61,200 aiv100 gi 








Description 


‘1 eatlier Shield 


™ co 





CheSt Bonus Dungeons Only 











Sell 100 gil = po: Petes Chest Cavern of Earth 82 ‘ 
Shop Pravoka 
SD Ret Jackel Cost/Sell. 12 us oi 





Dropped Pirate 








‘ero Shield 


Description 


Chest Bonus Dungeons Only 
Sell 100 gil 


juauidinby y sway 





Shop Elfheim 





‘SS 1iglieRobe 


Def EVA Wot RET | Description 


Cost/Sell 80 giv40 gi 


SD Bickler 


Def EVA ' Wat ' BETS iS Description 













Chest Bonus Dungeons Only 
Sell 100 gil 


ny | i 


Shop CrescentLake 
Cost/Sell 2000 giv1000 gi 


‘sD Mili! Shield 


Def | EVA | Wat | Class 





Chest Cavern of Earth B4, Mount Gulg B2 





SNOp Crescent ake 
Cost/Sell 2000 giv1000 gil__ 








‘Flame Shield 





Chest MountGuigB4 
Sell 5000 gil 
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DF Shield ‘Protec Cloak 
D 


Description 


Flying Fortress 3F, Chaos ShnneB2 








Whisperwind Cove 
20,000 gil/10,000 gil 








Whisperwind Cove B31-B39 











55,800 gil/100 gil 


= 


= hiyr Cape 
Description 
seatiaiele Def | EVA | Wat | ie 


oe —- 


it 


Bm 





Descripti 


Description 


Description 
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eDleallier Cap 





Description 








Det | EVA | Wot | Class 
: x } q = pice. 


rs 






n 


SE SAT ONS Ss OEE a TSP fF os 


Descriptio 





escription 






_ Giant's Cave, Mount Gulg B2 x2, Flying Fortress 2F 






_ Crescent Lake Description 


st/Sell 2000 giv1000 ai TA Ace ee 





45,200 gil/100 gil 
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DT istHeadband ‘3D SHiadow Mask 


Def | EVA | Wot | [REISS Description 
Bonus Dungeons Only 
100g 


Def | EVA | Wot HET Description 








Description 


nee 
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‘eProtect Ring 


GLOVES 


‘eS ]Falhier Gloves 


CG 



























Description 





Chest Flying Fortress 1F, Flying Fortress 3F, Chaos Shrine B2 












Bee SS ‘ shop » e~ -F TI sal 
Shop Pravoka “] NRO Sale whisperwindcove 
CosSell sogu2sci Rai” Cosi/Sell) 16.000 givso00gi 


‘eS Bronze Gloves ‘<®Diationd Gloves 


Det |EvA|Wot| Class 






Det |EVA| Wot | Class 






=~ wR Y 
BPS a 





juauidinby 9 suajy 


Chest Even castle Chest Sunken Shrine 5F Flying Fortress 2F 


SHOP] Memong _., Bell 10,000 gil 


Cosi/Sell, ico civ gi 
‘3 (aillets 


Def | EVA | Wot Class Description i 


S&S a me 
; + 
= = 
aa 








eDlirel:Gloves 








= 
oe 





CheSt Citadel of Trials 2F or Citadel of Trials 3F 


NPC Sale Whisperwind Cove 
Cost/Sell 15,000 giv7500 gi 





Chet Western Keep, Citadel of Trials 3F 
SHOPS] Metmond 
Cosi/Sell) 600 giv300 git 

















| ~ Ne Giants Cloves 
‘SS HMyiliil Gloves 


Def | EVA | Wat | Class 


Description 











7 rs = 


#1 = 
2P2 ; 


Chest Mount Gulg 82, Cavern of Ice B3 





Chest Sunken Shrine 2F 














pe punt Gay 7 Sell 5000 gil y F 
SPAM Cwscontlae 
COSYSeM; 2000cvio00g) SD feTjiCloves 








Dropped Gilgamesh 
Sell 100g) 


25 





Scanned by n3Xt 






eD(ijstal Gloves 


Def EVA Wat Les LHETSS = Description 
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Shop 
Cost/Sell 





Chest 
Dropped 
Sell 


Chest 


Pravoka 


450 gil/225 gil 


Description 


Giant's Cave 
Minotaur Zombie 


800 gil 


Sunken Shrine 4F, Sunken Shrine 2F 


NPC Sale Whisperwind Cove 


Cost/Sell 


Shop 
Cost/Sell 


40,000 gil/5000 gil 


MountGuigB2 


Crescent Lake 


3600 gil/1800 gil 











| 
TAA ATA 


Description 


An axe that casts Curaga 
when used. (+3 Intelligence) 





Dropped 
Sell 


Shop 
Cost/Sell 


shop 
Cost/Sell 


Prototype 


100 gil 


Bonus Dungeons Only — 


100 gil 


Whispoayaid Cove B11-B19 


43,300 gil/100 gil 


Whisperwind Cove B31-B39 
37,100 gil/100 gil 


Description 


















juawdinby Q sua}y 


27 





<DNinchaki 


ATK LAnE | class | Description 


Description 








AMM 


| Sigil 





Description 


Bam 


L 
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SOWar Hammer 


Description 













Whisperwind Cove B31-B39 








38,000 gil/100.gil__ 











Mirage Tower 2F 








Whisperwind Cove 
40,000 gil/20,000 gil 





IONS 
ATK | acc | Class 


PT § 
ie 


Cavern of Earth B4, Mount GulgB4 
Starting Equipment (White Mage, Monk) 





4 gil/2 gil 


Dropped : Zombie 








©) <Dudiinent Stall 


ATK | ACC | Class Description 








OHealing Staff 


= 





atk | acc | Class 


Chest 


__Gitadelof Trials 3F __ 
NPC Sal€ Whisperwind Cove ; P Be 
Cost/Sell 25,000 aiy12,500 gi 


oD Poner Stall 





ark | Acc | 

Chest Western Keep = ie 
Dropped= Rhys . 
Ce 617201 


SD Mages Stall 





Chest 


) Sunken Shrine4F 0 
NPC Sale _ Whisperwind Cove z 



















Cos/Sell 25,000 giy’12,500 gil 


sD Crosier 


ATK | ACC | Class 








Shop 
Cosi/Sell S 
Dpopped= Wath 


| _Etheim, Melmond 





160 gil/80 gi 











SOhimeviall 


ATK ACC | Class 


Dropped — Tiamat, Orthros 











Dell 100g 





SDWizard’s Stall 


Description 


: 23 
~ —i 
a at 









Chest waterfall c a — 
NPC Sale Whisperwind Cove — 
CosifSell 50,000i25,000g) 


DS age's Stall 







Dropped 
Sell 


Squidraken 


juawdinbz z Sua}y 


100 gl 





‘eS Golden Staff 


Ss 





Dropped Chronodia 


Sell 100 gil 


SOKiifP 


ATK | ACC | Class 
aciced 


ewe A 














Found __ Starting Equipment (Warrior, Thief, Red Mage, Black Mage) 
Shop Cornelia _E 

—Cost/Sell 4 giv gi > _ a 
Dropped __ Minotaur 





SS)agier 


| ATK | acc | Class 





Chest __ Marsh Cave B2 ceed ll z 
shop _ Elfheim 
Cost/Sell 140 giv70 ai Se _ 29 













‘<®(rittialcum 





‘<> Myillivil Knife 


Description 


2 
Ss 
=s 
3 
= 


DMajeMasher 


Whisperwind Cove B11-819 
69,700 gil/100 gil 








Description 


/ Description 


___ Melmond 
eit 360 gil/’180 gil 


30 





‘eDBroalsword ‘(oral Sword 


Marsh Cave B2 








Pravoka 





ATK | ACC | Class 


NCAT ROEDER BR ahs ENP 


Meimond 





1200 gil/600 gil 











Garland 




















ark | Acc | Class 


| Description 


ff ' 





















Whisperwind Cove B21-B29 





55,900 gil/100 gi 








100 gil 
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DRiTeBlade ‘3S 1iGlitbringer 


ATK | ACC | Class 


p18 | 15 | 33 A eo 













Description 


100 gil 


SDF Biand 






Description 


Be ee | A eword crinned by. wi 
ry y | Asword ripped by: 
< a 
> RUST TRE 2 













he Mount Gulg B4, Citadel of Trials 3F 
é|| 7500 gil 












ATK ACC | Class Description 
422 | +20 | PPR BAPE ReMi | Aeetatemtesoomme | SD Delrier 


ATK ACC | LETS ; 








Cavern of Ice B2 


Mount Duergar (made with Adamantite) 
30,000 gil ; 












oD Saviike’s Blade 


ATK | ACC | Class 


VAP Bre 


gel viaieamee ss 3F, Chaos StumiBe 











Description 


BES. 
Pe ~ Sat 
=A - 


Chest 
Sell 





30,000 gl 





‘eDMasamune 


atk | ACC | Class 


Description 





Chest 
Sell 


‘Ds 


atk | acc | Class 


__ Chaos Shrine B4 





80,000 gil 





Po Py BS / a $ 





Dropped Pharaoh 
Sell 





100 gil Se 








‘eDVorpal Sword 





Chest — 


__ Mirage Tower 1F _ 3 








Sell 


DRapier 


Ee, 000 ES 


Description 


Cornelia 








Cosi/Sell_ sais ai 





SO (inilar 


Description 





shop 
Cosi/Sell 160 civeogt 


ee rravena: 

















‘eDKikiichimonii 


atk | ACC [Class 


Dropped 
Sell 


Kraken, Rubicante 





100 gil 








‘S)akClaymore 


Dropped _ 


Sell 


Sell 


Dropped 












= 

Mythril Golem z 
Aa Lee —— Sis: 

100 gil = 
= 

5 

S 


‘eDBraichearl 






__ Barbariccia, Yamatano Orochi 





100 gil 





‘Sel 


‘eS [Iltiita Weapon 


Chest 


eS filiancer 





Dropped 


__Duel Knight 





100 gil 










_ Whisperwind Cove B40 _ 





Sell 


Eei00 oS 
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GHARKGTERIGHASSES 
NDERSTANDING ABILITY SCORES 


Each character has seven ability scores and four combat parameters. The 


ability scores are part of each character and increase as a character levels Ability Scores 


up. The combat parameters add the effects of ability scores with the 





effects of equipment. — 
Garrik Red Wizard 
44 
277 / 474 @streneth 
447 / 467 Gees 
[5 peathieg 
c 7 ~~ A 
Current EXP Qintelligence 
289227 (7 Seth 


8687 OQLuck 


Weapon Sun Blade Attack 
Shield @Buckler 
Helmet Ribbon 
Armor ORuby Armiet Defense 
Gloves =*Protect Ring Evasion 


Next Level 


Accuracy 


% 


@ HP (Hit Points) 


7 Red Mage The amount of damage the character can sustain before being KO'd. The 
24 ae + number on the left is current HP while the number on the right is the 
character's maximum HP 
Red Mage F es 
67 (® MP (Magic Points) 
ate er The amount of magic a character can use. The number on the left is current 
107, MP while the number on the right is the character’s maximum MP 
48 
®) Magic Level 
7 Red Mage 
85 The highest level of magic available to the character. 
® Strength 





Strength, added to an equipped weapon's strength, determines the amount 
of damage the character causes with an attack. 


® Agility 
Agility raises the Evasion parameter. Higher Agility scores mean it is more 


likely that the character will act earlier in battle, making it easier to flee from 
combat. 


® Intelligence 


Intelligence determines the odds of success on hit-or-miss spells like Sleep 
and Bind, and the amount of damage from attack spells or recovery from 
healing spells. 


® Stamina 
Stamina is used to determine a character's HP growth between levels. A 
higher Stamina number leads to a higher Max HP 


® Luck 


This stat determines the odds of scoring a Critical Hit (when an attack inflicts 
double the damage). Also, like Agility, it makes it easier to escape from 
battle and for the party to get a pre-emptive strike. 





34 


‘ombat Parameters 


The last five scores (HP and MP don't affect the parameters) combined with 
che effects of equipment determine the character's four combat parameters: 


Attack 
This score is equal to the equipped weapon's power plus half the character's 
strength. 


Accuracy 


This number determines the accuracy and number of attacks that are attempted. 
For each multiple of 32 in this score, the character gets an additional attack. Keep 
his in mind when deciding whether to equip an accurate weapon or a powerful 
one. If the accurate one pushes this score over a multiple of 32, it’s the right 
choice. 

Defense 


When an enemy attack connects, a character's defense determines how much of 
the enemy's attack gets through and how much is blocked by equipped armor. 
Equipped armor includes shields, helms, armor and gloves. 


Defense vs. Evade 


Heavy armor raises Defense but lowers 
Evasion. This means that heavily armored 
Warriors are hit more often, but receive 
less damage. Monks tend to have high 
Evasion scores, but take major damage 
with each hit. 


Evasion 


Evasion is based on Agility but it is lowered based on the equipped armor. 
Whereas a higher defense lowers damage caused from being hit, a higher Evasion 
lowers the chance of the attack connecting. 


Equipment Carryover 


When determining which equipment a 
class can use, remember that even after a 
character changes classes, they can still 
use the equipment from the previous class. 
For example, if you equip White Mages with 
Ruby Armiets, they can still use it as White 
Wizards. 








Sassejg Jajeseyg 
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rin] 
Gaining Levels. mm ee Levels > _o-, * 
The following cable indicates the aster of EXP Fequired to levelup a This Tie explains the r minimum iff: a characte must achieve lhefoxe Te or 
= | character. The center column shows the total EXP gained, while the last she can employ spells froma given level of magic. For example, Black Mages 
*s column illustrates the EXP necessary to increase to the next level. gain the ability to use level 4 magic at level 13, while Red Mages must wait 
= until level 15. 


For all levels beyond level 47, the number of EXP required to reach the next - ——— - 
level is 21,750 except for the rare instances in which it's 21,748 or 21,749. Liking _ Minimum a to 7 Magic 


| nhs 





Black Mage 


, 


‘a se ~~ = BS 


Wizard 


While 


{ 





Master Red Mage / Red Wiza 
j ; 4 ; Me z i | 
—> —_ — —_ : ; t 





Monk / 





Thiet / Ninja 





Warrior / Knight 


REE ER AE 


aS 
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|) es 


| BRL Sieg Bek ay be ke Starting Stats 





best. Warriors have access to the best weapons CORRES 
and armor, which leads to high Attack and ‘tn ae ae 
Defense parameters on top of their already ‘Stamina Bed AD 
_- impressive Strength and Stamina. They have LUCK Se BS 
_ the most HP of any character class, La ASR Se 
MP 0 
Equipment Usable by Warrior ied 
ARMOR _ Clothes, Leather nea Chain Mail, Iron Armor, Knight's 


Armor, Mythril Mail, Flame Mail, Ice Armor, Copper Armlet, 
‘Silver Armlet, Ruby Armiet, Diamond Armiet 


’ Leather Shield, Iron Shield, Buckler, Mythril Shield, Flame 
z Shield, lee Shield, Aegis Shield, Protect Cloak 


‘GLOVES ‘Leather Gloves, Bronze Gloves, “Steel Gloves, Myth Gloves, 
Giant’ S Gloves, Protect Ring 


SS 








SHIELD — 











716) (3) DY Na) 





AXE an "Battle Axe, Great AY, ight Axe, Myth Axe 


‘HAMMER ; Hammer, Mythril Hammer 


Abe Staff, Power Staff, Crosier 
tite Knife, Dagger, Mythril Knife 
SWORD. Rapier, Scimitar, Saber, Falchion, Broadsword, Rune 


Blade, Werebane, Coral Sword, Wyrmkiller, Long Sword, 
| Claymore, Mythril Sword, Flame Sword, Ice Brand, Sunblade, 


| Masamune 
BA cvicur Bort 


Knights have all of the strengths of the Warrior, plus the ability to cast 
White Magic spells up to level 3. 


ARMOR | Diamond Armor, Dragon Mail 
‘SHIELD Diamond Shield 
HELMET | Healing Helm, Diamond Helm 


GLOVES prison Gloves, Gauntlets, Giant's Gloves 








MME Toston 


KNIFE ews 
SWORD Venom Blade, Vorpal Sword, Defender, Excalibur 


i ’ D ’ 


LEVEL 1 LEVEL 2 
Cure NulShock 
Blindna 


Silence 


LEVEL 3 
NulBlaze 




























Rapier, Scimitar, Saber, Falchion, Rune Blade, Coral Sword, 


Wyrmkiller, Masamune 


to a wider variety of weapons and armors than the Thief. 


omen by Ninja 


~ Chain Mail, Iron Armor, Mythril Mail, Flame Mail, Ice Armor 
Leather Shield, Iron Shield, Mythril Shield, Flame Shield, Ice 
Shield, Protect Cloak 

| Helm, Great Helm, Mythril Helm, Healing Helm 
Bronze Gloves, Steel Gloves, Mythril Gloves, Gauntlets, 
Giant’s Gloves 





Weapons Usable by Ninja 
Battle Axe, Great Axe, Light Axe, Mythril Axe 
Hammer, Mythril Hammer, Thor’s Hammer 
Staff, Healing Staff, Power Staff, Mage’s Staff, Crosier 
Nunchaku, Iron Nunchaku 
Cat Claws 


Broadsword, Werebane, Long Sword, Claymore, Venom 
Blade, Mythril Sword, Vorpal Sword, Hame Sword, Ice 
Brand, Defender, Sunblade, Sasuke 





Black Magic Usable by Ninja 

















sasseyg sajgesey 
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Red Mage / Red Wizard 


Monk / Master 
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by n3Xt 


Starting Stats 


a: 


Equipment Usable by Monk 
Clothes, Copper Arle, SiverArmlet, Ruby Armiet, Diamond 








Bi waster ——E *S 


What does the Monk get from a class change? A shiny new sprite. Same 
Monk, but new packaging! 








Bach - 


ei 


1 ina Stats 
[TieRed Vegeta Wareand Baca) St2t"9 Sials | 
{ . t 
Magic spells up to level 5, although some spells ——— 10 
are prohibited TRERed MageisBYMEHRE TT itoligence 10 | 
best fighter of the spell-casters, and is capable = S:ayj3a_ 5 
of using a wide variety of weapons and armor. Luck ee) 
The Red Mage is a good alternative to the a EE 
MP oH BET) 


Black Mage. 


{> A (ome MACK Widl 


ARMOR Clothes, Leather r Chain Mail, Copper Armiet, Silver 
bes ___ Armiet, Ruby Armilet, Diamond Armiet 
SHIELD Buckler, Protect Cloak 


HELMET Leather Cap, Ribbon . 
GLOVES _ Leather Gloves, Protect Ring 





| Viage _ 
STAFF _ Staff 
KNIFE Knife, Dagger, Myth Knife 
SWORD _ Rapier, Scimitar, Saber, Falchion, Broadsword, Rune Blade, 
Werebane, Coral Sword, Wyrmkiller, Long Sword, Claymore, 
Mythril Sword, Flame Sword, Ice Brand, Sunblade, Masamune 


f 


BL. MAG. WH.MAG.| BL. MAG. WH. MAG. | BL. MAG. | WH. MAG. 

Fire | Cure 
Protect Dark Invis | Cura _| 
| Slow | Silence | Focara_| 


"BL.MAG. | WH.MAG. | BL.MAG. | _WH. MAG. 
Sleepra NulFrost 


Confuse 
Blizzara 























Sleep Cura 









Thunder 


















=n) RED.WIZARD 


The Red Wizard enjoys a slightly expanded spell list (spells up to level 
7). They can also use a few weapons and armors that are off-limits to the 
Red Mage. 


GLOVES | Mythril Gloves, Gauntlets, Giant's Gloves 
Cat Claws 


KNIFE 


SWORD © Venom Blade, Vorpal Sword, Defender 
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6 WHITE MAGE 


The White Mage learns spells that deal with 
healing and causing damage to the Undead. 


Starting Stats 







In combat, the White Mage is weak but has a 
decent Stamina score that keeps her alive to 
tend to other party members. 





Equipment Usable by White Mage 


ARMOR | Clothes, Copper Armlet, Silver Armlet, Ruby Armlet, 
Diamond Armlet 


SHIELD | Protect Cloak 
HELMET | Leather Cap, Ribbon 
GLOVES 
















Leather Gloves, Protect Ring 





Weapons Usable by White Mage 
Hammer, Mythril Hammer 
Staff, Healing Staff, Power Staff 
SWORD | Masamune 


White Magic Usable by White Mage ¥ 
LEV1 LEV2  LEV3 | LEV4 LEVS | LEV6 | LEV7 


NulShock | NulBlaze 
|_Dia_| Invis | Cura | Vox | Healara | Protera | Healaga | 


Invis Cura Vox 
Protect 


| Blindna | Heal _| Fear_| Diaga | Invisira_| 


fA WHITE WIZARD fi ‘SHA a 


Although the White Wizard can learn the entire White Magic spell list, 
she is otherwise the same as the White Mage. 


Armor Usable by White Wizard 
White Robe 


Weapons Usable by White Wizard 


Thor’s Hammer 


White Magic Usable by White Wizard 










SRR aed 












[The Black Mage learns spells that cause 


t Ba el 


. - P iv de Lala Be BF, 
damage and inflict negative status effects on ——= — 


enemies. The Black Mage has weak combat 


skills and the lowest HP of all classes. 


Equipment Usable by Black Mage 


Clothes, Copper Armlet, Silver Armlet, Ruby Armlet, 
Diamond Armlet 


BESS Protect Cloak 
MET Bear aa 
G LOVES > Leather Gloves, Protect Ring 


Weapons Usable by Black Mage 





>WO' 'M 


Black Magic Usable by Black Mage 
LEVi LEV2 LEV3 LEV4 LEVS5 LEV6  LEV7 


Fire __| Blizzard 
| Sleep _| Dark | Hold | Haste | Poison | Death | Blind _| 


Stun 


Although the Black Wizard can learn the entire Black Magic spell list, 


he is otherwise the same as the Black Mage. 


Equipment Usable by Black Wizard 





Black Magic Usable by Black Wizard 


Teleport Break | Warp 
Saber Kill 















sasse/9 4ajoesey 


39 


Scanned by n3Xt 


THE ADVENTURE BEGINS 


CORNELIA CITY 





40 























40 ail F 2 
Shop Data FF Objectives 
[So eee 18 I 
Weapon Shop 7 
item COST ATK ACC CLASS 7} 
Nunchaku Boil +12 +0 PAPE %, FARA 
; : Sar 2 6 Visit the king of Cornelia Battle the Piscodemons inside 
me es at +10 7a fe PA % the Marsh Cave for the Crown. 
Staff 4 gil +6 +0 
Rapier 8 gil +9 +5 
Hammer 8 gil +9 +0 
Battle Garland in the Return the Crown to the king 
Armor Shop Be Chaos Shrine of Western Keep. 
item Cost DEF EVA Class 
Clothes sgl +1 2 Pig ha By Fz fa 
Leather Armor 40 gil +4 -8 #5 va % 4 FAR 
Chain Mail 65 gil +15 -15 a Ne | FAFA Receive the Lute from 
Princess Sarah. Matoya. 
Item Shop 
ITEM COST 
Potion 40 gil 
Antidote 50 ail 
Phoenix Down 500 gil Travel north to visit Matoya’s Revive the Prince and get the 
Sleeping Bag 50 gil Cave Mystic Key. 


White Magic, Level 1 & 


SPELL COST 
Cure 50 gil 
Dia 50 gil 
Protect 50 gil 
Blink 50 gil 


CLASS 

Fr ff 
PAPA 
Fis fal 
an 


Black Magic, Level1 & 


SPELL COST 
Fire 50 gil 
Sleep 50 gil 
Focus 50 gil 
Thunder 50 gil 


CLASS 

Pa tM 
Pa ta 
Pra FF 
Pa FF 


Journey east to Pravoka and 
battle pirates. 


Talk to the Elf Prince's Healer 
in Elfheim. 





Retrieve the Nitro Powder and 
other treasures. 





Travel to Mt. Duergar and give 
the Nitro Powder to Nerrick. 
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Equipment and flems Spells 


You start with enough gil to outfit everyone with equipment and pick up three or Spells are a bit trickier. The first one to purchase is Cure, which should keep 

four spells. There’s not much to say about weapons and armor: get everyone you safe while fighting nearby foes for EXP and gil. Black and Red Mages 

the best stuff possible. If you want to save some gil, then skip the Monk’s should get Fire so they have a source of damage (early in the game, more 

items since he fares much better with no weapons or armor at all. enemies are vulnerable to Fire than Thunder) and the Sleep spell to deal with 
large groups of foes. If you have extra gil before facing the Chaos Shrine, then 
pick up Dia to help deal with the Undead creatures. When you have enough 
gil for a third spell for Black and White Mages, opt for Thunder and Protect, 
respectively. 


| 
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Cornelia Area Encounters 


NAME HP ATK DEF MDEF WEAK GIL 
Black Wido 28 0 0 28 - 8 30 
Crazy Horse 64 10 2 40 - 15 63 
Gigas Worm 56 17 8 40 Fire 15 63 
Goblin 8 4 4 16 - 6 6 
Goblin Guard 16 8 6 23 - 18 18 
Skeleton 10 10 0 17 Fire, Dia 3 9 
0 20 8 0 28 - 6 24 


An-Audience With the King 





Talk to one of the guards at the exits 
to go to the castle. The king needs 
help rescuing Princess Sarah, who 
has been kidnapped by the knight 
Garland and taken to the Chaos 


Shrine in the northwest. 


The party materializes outside of 
Cornelia bare-handed, unarmored, 
and with no spells or items. 
Fortunately, Cornelia has everything 
an adventurer needs, as well as a lead 
on the first quest. Walk into any of 


the red buildings to the south of the 


castle to enter the city. 





Locked Doors 


A few locations, such as Castle Cornelia, 
have doors that require a special key to 
unlock. The items behind these locked 
doors appear on the maps, but you can't 
collect these goodies until Jater in the 


adventure. 





EXP , | "he enemies near Cornelia are somewhat weak. Even a White or Black 


Mage can dispose of a Goblin in one hit, but Goblin Guards may 
require the attention of Warriors. It will require multiple hits to deplete a 
Wolf's 24 HP, but this foe isn’t much of a threat. The most dangerous foe in 
this area is the rare Crazy Horse. With 64 HP and an attack score of 10, 
these foes can take out a level 1 character in one hit. Since you never know 
where they will appear, keep your HP near max at all times. You can always 
run away, but stay and fight whenever possible, as a fallen Crazy Horse gives 


up 63 EXP. 








Leveling Up Before the Chaos Shrine 


As it stands, the Chaos Shrine is 
probably a bit beyond the party's 
capabilities at level 1. To make 
things easier on your troops, battle 
monsters around town to build 


up EXP and save gil, then return 





to Cornelia to buy the items and 

equipment you couldn't afford earlier 
and get the party back to full HP and MP at the Inn. Once everyone in the 
party is at level 3, they should be powerful enough to handle Garland. 


Farthgift Shrine 


The path to the Chaos Shrine runs near the 
entrance fo the Earthgifi Shrine, one of the 
bonus dungeons added to Final Fantasy. 
There is more information about the bonus 
dungeons included later in this guide. For 
now, just note its location for a future visit. 
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CHAUS SHANE 


Chaos Shrine Area Encounters 


NAME 4p ATK DEF MDEF NEAK SIL EXP | j Thile in the area outside of the Chaos Shrine, you will encounter 
VAL ' U DEF Wer at . A eeet ae 
enemies from around Cornelia in larger quantities and even run 
Black Widow 28 10 28 = 8 30° «C; pee ye : ye : 
into some Shrine foes. Black Widows can inflict as much damage as Crazy 


E 
0 

Ghoul 48 8 6 36 Fire,Dia 50 SME Horses; bat ss piccible t0' 
: 


hem with a concentrated attack. Skeletons 


























Gigas Worm 56 17 40 Fire 15 63 often go down in one hit, but lps against large groups of them. Gigas 
Goblin 8 4 4 16 = 6 6 Worms are dangerous; try to knock them out with Sleep, then cast Fire spells 
GoblinGuard 16 ~ 8 lees = 18 my °° <Xploit their clewsemtot soeetemets: 
Skeleton 10 10 0 17 Fire, Dia 3 9 ee 
Enemies like Gigas VW € ¢ common inside the 
Warg Wolf 72 14 0 46 - 22 93 Chac ibe Skeletonce 
Werewolf 68 14 6 45 ~ 67 135. Ghoul: Z es! Mages this s Worms 
Wolf 20 8 0 28 - 6 24 are vulnerable to Fire and all Undead creatures are vulnerable to both Fire 
Zombie 20 10 0 25 Fire, Dia 12 24 and 
Other new foes include Werewolves and Warg Wolves. Both foes are 
dang catch one amongst a large group of Wolves or Goblins, 
try ind have the party target it with their standard attacks. 
If you don’t have Sleep, it may be wise to run away. 
\ Ui) Wi 
It's quite possible to get in and out of this dungeon with ease if you know If you don’t care about loot and are 
where to go. There are treasure rooms in all four corners, but the northeast ready to face Garland, then the end of 







and southeast treasure rooms are both locked. That leaves only the northwest on is only a few steps away. 


room (which contains a Potion and a Tent) and the southwest room (which ht into the room to the 
contains a Leather Cap). Give the Leather Cap to your weakest mage for a 


small defensive boost. 





Items Found Sur Gold Needle 
Leather Cap 5 
Potion 

Tent 


Leather Cap agers . Rune Blade 
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GARLAND Rewards Await at Comelia Castle 
Garland has 212 HP HL ATR LDEr | MDE 







and has high magic 912 15 8 After Garland falls, talk to Princess Sarah to return to the castle. As a reward, 
defense, so rely on the king orders the bridge to the north to be rebuilt, opening up the next 


area of the quest. Talk to Princess Sarah again before leaving, as she too has a 


physical attacks to 
cause damage. Have r EXP 
your designated 250 
healer (a White or 
Red Mage) use Cure 130 

to heal whomever 

Garland attacks while everyone else attacks 
on each turn. Have your Black Mages use Fire 
and Thunder for a little extra damage. 


reward. Her Lute is the game's first Key Item, but it won't come into play for 


quite some time. 





Encounters North of the Bridge 


NAME HP ATK DEF MDEF WEAK GIL EXP S Oe more difficult Chaos Shrine enemies (like Gigas Worms, Werewolves, 
and Warg Wolves) guard the path to Matoya’s Cave and Pravoka. 





Crazy Horse i 10 2 = x 2 = They are joined by new foes like the Ogre, a giant beast with 100 HP and 
Gigas Worm 56 17 8 40 Fire 15 63 no weakness to me agic. Battling a single Ogre is almost like fighting Garland 
Goblin Guard 16 8 6 23 - 18 18 again, but it’s worth the trouble: you will earn 195 EXP and 195 gil for 
Lizard 92 18 12 55 = 50 153 defeating an Ogre. Lizards are nearly as tough but much less lucrative. 
Ogre 100 18 10 65 - 195 195 f 
ScnDtOn 84 29 40 55 :: 70 295 The a area to the south of 

Pravoka is home to a new foe called 
Tarantula 64 5 12 46 = 50 ee the Scorpion. These brit bilting 
Warg Wolf 72 14 0 46 = 22 93 foes can inflict poison on your party 
Werewolf 68 14 6 45 - 67 135 members. At this point in the game, 


the only way to cure poison is to use an 





expensive Antidote. 


MATOYA'S CAVE 


Items Found 
Potion (x2) 
Antidote 





ao 





After crossing the bridge, there is a decision to make: head north to Matoya’s 
Cave, or head east to Pravoka. Matoya's Cave is purely optional for now, but the 
detour is a good source of EXP and you can raid her home for two Potions and 
an Antidote. If you decide to pay Matoya a visit, revisit Cornelia afterwards for 
healing (unless you picked up a Sleeping Bag), as the Ogres that guard her cave 
are fierce! < Flip” the first sentence the talking brooms Say by 
opening ele 


The Road to Pravoka 


The road to Pravoka is much longer 
and the encounters will likely be quite 
grueling. To get there, head due east 
and then go south when you spot 

the sea. 







Items Found 


he 









Blind tosh 7 3 Polat ‘ 
















































Hammer 8 gil +9 i +0 
Broadsword | 450gi | +15 | +10 | Silence | 250 gil LAA 
Sa seca i Sa ~—s 
Ai 
Battle Axe = 450g «+16 +5 NutShock | 250g AAA 
ae BI et ———~--——— a Seeceenetabtapeaneamatene 
Fx 
Semisr | 160g | +10 “a 2A iis 20 Walch 
Armor Shop = Black uae. Level1 & 
Hem: Oe Ae DEF EVA Class == ——_—sSPELL con a 
Leather Armor 40 gil Blizzard 250 il Pa ta 
Chain Mal | «65 5 al | +15 | Dark | 250gil i 4 A = 
Iron Armor | 640 a 424 Temper 250gil Ba tah 
PE Sa TEL =a ssf wt ji aie gener —= oa a! 
Leather Shield | 12g | +2 Slow 250i AAA 





| | 
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Leather Gloves 50 gil | +1 





Item Shop 









SEU 
Phoenix Down 
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SHOPPING RECOMMENDATIONS 






If you’re low on gil, pick up a Scimitar for your Thief since it’s the most cost- None of the White Magic spells are essential yet. Blindna and Silence aren't 
effective weapon. Also, get Broadswords for your Warriors and Red Mages (if terribly important, and while you should pick up NulShock soon, it doesn’t 
you can afford it). The Broadsword’s accuracy makes it a better choice than really become a factor in the game until much later. That said, Invis is quite 
the Battle Axe. Although the Leather Shield is fairly cheap, most everything else possibly the best choice for now. 

is overpriced. If possible, try to purchase Leather Gloves for anyone who needs 

a defensive boost. In fact, it's wise to spend your gil on Black Magic spells. Blizzard is a strong 
elemental attack. In a game where few bosses are vulnerable to magic, attack- 
boosting Temper is the best utility spell early in the game. If you want to fill the 
third slot, Slow is a decent choice but not nearly as good as Sleep. 













Take Down the Pirates Setting Sail for Elfheim 


Go to the Inn and do your shopping as soon as you arrive. You should be at Steer to the west and set sail for Elfheim. The ship battles are tough, so visit 
full strength when you talk to Captain Bikke in the northwest corner of the the Inn before the next leg of the journey. If you don't have the Black Magic 
town, as a battle soon follows. spell Thunder, buy it now because it's effective against enemies in the sea. 


— ——— <—— From the port south of Cornelia, head due south. When you hit land, locate 


; Thode bla ay a pirate the port just to the west. It's a short walk from there to Elfheim. 





PLRAT ES 
Although the Pirates [TRE esas 
35 





all look intimidating, 24 | 10 |.0 
they each only 

have 24 HRA 40 
successful Sleep | EXP | 

spell is essential in 40 


this battle, or you 
can slash and stab 
the foes. After the 
battle, the defeated Captain Bikke hands over 
the deed to his Ship, located at the dock 
just south of town. 











SGanned by n3xXt 


Ship Encounters 


NAME HP ATK DEF MDEF WEAK GIL EXP : en are only a handful of enemies who are capable of attacking the 
ship, but these battles may be difficult for low-level parties. Even though 


i 1 4 

Bigeyes 5 : ie Lightning ee as Buccaneers are much more robust than their Pirate cousins, they won't stand 
Buccaneer 50 14 6 37 ies 120 60 a chance against a sturdy party. Sabagins, the most common foes, occasionally 
Sahagin 28 10 4 28 Lightning 30 30 team up with the rarer Sabagin Chiefs. All Sabagins are vulnerable to 
Sahagin Chief 64 15 8 46 Lightning 105 105 Lightning, so use Thunder to take out the red Chiefs. 

Shark 120 22 0 70 Lightning 66 267 


Perhaps the most dangerous enemies are Sharks, which combine a high 
attack score with a meaty 120 HP. These foes are also vulnerable to Thunder 
spells, so use a Black Mage to your 
rk 


2 I; : te the Riceves 
and a Bigeyes, eliminate the Bigeyes 


advantage. If you encounter a Sh 








first. These enemies can 


paratyze 





characters one by one, thus setting the 
stage for a Shark to shred its victims. 











ELPHEN 


yBnosypyem 


Mythril Hammer J 700 gil 


Items Found 
Mythril Hammer 
Bronze Gloves 


Bronze Gloves 
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_| Shop Data 





= Weapon Shop 
j ttem COST : ATK ACC CLASS © ee 
Iron Nunchaku 160 ai +16 a FE 
te eat | | 0 “EI 
Crosier “1809 | +14 «+0 
360 ail | +13 





Saber 


Armor mre ow 





EVAL 
Iron Armor 640 gil +24 -23 
oper Armlet —- 800 gil +4 -1 
Iron Shield 80 gil +4 +0 





Leather Cap 





Helm 


Item Shop 





Antidote ee 


_ Gold Needle 
Echo Grass 


Tent 


e | SHOPPING RECOMMENDATIONS 


= _| So much to buy, so little gil... If you don’t have an overabundance of gil, you may 
= | want to wait until after the party explores the next dungeon. While in this dungeon, 
a you can acquire lots of gil and acquire Iron Armor, a Copper Armlet, and a Dagger. It 
= may be wise to save your gil and attempt to acquire these items from the dungeon. 
| Consider purchasing a Saber for your Thief, but don’t buy anything if you have a 
_| Monk. He’s capable of inflicting more damage with his bare hands and probably 


= 
= 
i) 
=) 
A) 
— 
S 
= 
= 
Ss 
> 
s 
= 
= 
— 


already has better defensive stats without armor. 


For characters other than a Monk, buy headgear and consider purchasing a Copper 
Armlet for your mage in most need. These pricey items count as body armor and 
serve as the only alternative to the Clothes that your mages currently wear. 











White Magic, Level 3 Black Magic, Level 3 gu 





SPELL COST “cunss | SPELL COST CLASS 
Cura 1000 git vara Fx. % Fira - 1000 all Pa [AA 
Diara 1000 gil a x Hold - 1000 all | A Ae 


NulBlaze 4000 git LAAN Thine 10001 Pai Ze 


PA Focara 1000 dot Pa& 


White Magic, Level 4 G 


Heal 1000 gil 


Black k Magic. Level 4 = 












SPELL COST CLASS —=«SPELL «COST CLASS 

Poisona 2500 ail ite fe Sen 2300 at Pah 

Fear 250001 + aap fia 2500 a ' Pa FaFe 
2500 ait i 


NulFrost 





Vox 


2500 gil 












Spells provide the most benefit in the upcoming challenges, so devote most of your 
budget to beefing up your mages. Get Thundara or Fira for your Black or Red Mage 
for a good group attack spell. For the third slot, consider Hold over Focara although 
this spell is hardly a must-have. Purchase Cura, Diara, and NulBlaze for White Mages, 
but not all at once (NulBlaze can certainly wait). 


When a character is capable of using level 4 spells, get Haste. Blizzara and Confuse 
are effective Black Magic spells, too. The White Magic at this level is a bit weak. 
Poisona will save gil in the long run, while Fear is a secondary option when things go 
horribly wrong. NulFrost is the least useful of the elemental defense spells, while Vox 
isn’t called on often. 
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Elfheim Area Encounters 


NAME HP ATK DEF MDEF WEAK GIL EXP So new foes appear alongside the usual assortment of overworld foes 
in the Elfheim/ Marsh Cave area. You may see Ogres fighting alongside 

Cobra 56} 6 | 6 | 46 z 50 128 age SF SL ESO 

Ogre Chiefs, although the green Chiefs are only marginally more difficult. 
Ghast 56 8 10 40 Fire, Dia 117 117 
Gigas Worm 56 17 8 40 Fire 15 63 Status conditions are often more of a threat than physical damage, so 

: ) ph) ig 

Goblin Guard 16 8 6 23 - 18 18 beware of Undead-class Ghasts who can paralyze their victims. Cobras and 
Ogre 100 18 10 65 Ee 195 495  Larantulas are also dangerous, as each of their hits can poison its target. 
Oagre Chief 132 93 14 4 y 300 289 These two have basically the same stats with weak attack and defense and 

56 and 64 HP respectively. 
Tarantula 64 5 12 46 = 50 141 - SA : 

Nevertheless, it’s important to 
Warg Wolf 72 14 0 46 Se 22 93 eliminate them right away and always 
Werewolf 68 14 6 45 - 67 135. carry several Antidotes until you learn 
Wolf 20 8 0 28 = 6 94 the White Magic spell Poisona. 





The Town of Elfheim 


Like Cornelia, Elfheim consists of a town and a castle. There's no way to reach the castle 
from town, so you must enter it from the world map. At the castle, it's revealed that the 
king of the Dark Elves, Astos, has cursed the prince. Matoya may have the cure, but she 


wont provide any help until someone returns her Crystal Eye. 


Back in town, someone mentions a spooky castle that was discovered in the northwest. A 
visit to the Western Keep isn't necessary, but it will shed some light on the situation. If you 
had planned to fight some enemies to build levels, you may as well head in that direction. 
Before doing so, pick up a few Tents at the item shop. The tents cost only 60 gil more than 


a stay at the Inn, plus there's no need to take the long trip back to Elfheim to use them. 





WESTERN KEEP 


There is a king in the Western Keep who offers to help, if someone 
can help find his crown. It is believed that the crown is somewhere 


in the Marsh Cave, directly south of the Western Keep. 


Pea Gos ee 





Items Found 
Power Staff 
Steel Gloves 
Falchion 
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(Phoenix Down) ) mS 
Crown S365 gil me, (Phoenix Down) | 


 Tesscooenons] 
° Siver Armlet aga Antidote 5 1020 ai 7 
Lat Items Found 
Broadsword 
: _ Copper Armlet 
Cottage 


~ Crown es ; r r Dagger RI ee io =? ae zat 
: : $. : fee a2 ee 


Dagger 





ron Armor 
__ Phoenix Down ee : petttieontaes 


STE Ay 








begins 






The Adventure 








A wide variety of monsters lurk in the Marsh Cave, but many of them 


also appeared in the Chaos Shrine. The more mundane newcomers 





———__+______— =: ee seieeenree Se include the Shadow, a feeble Undead-class enemy that can cast Dark on 
‘Black Widow 28 10° 0 28 30 your characters. Gargoyles have 80 HP, but possess little strength outside of 


menoeres A 8 Barbs: ee eS ac i BE od fighting in large numbers. Anacondas are incapable of inflicting poison, but 
1 


Crawler 84 5 200 _186 their bites cause solid damage. 


















More interesting foes include the Green Slime, a poisonous blob with incredibly 





Fire, ‘Dia 50 : 


high physical defense. The only practical way to damage it is to use Fire or 


ae ; — 
s Lightning a Blizzard spells. If your party lacks an appropriately equipped Black or Red 








Green Sime [24 | ee 255 36 Ice, Fire 20 _ Mage, then it’s best to flee from these foes. The Gray Ooze resembles the Green 

: EY [ea] 2 140] 55 | L Be a mies _ Slime, but it behaves quite differently. Although the Green Slime can only deal 
SEseiin — 10 i 10 0 17 Fire, Dia 3 ae damage with Poison, the Gray Ooze has a high attack rating. Note, however, : 
See as RE ie that the Gray Ooze has low defense and is vulnerable to Thunder spells. : 







Tarantula 


Crawlers have a low attack rating (1), so they use their turns to paralyze 

a J 2 
party members. Skeletons and Bloodbones occasionally accompany Crawlers 
into battle, so remember to cast Dia or Fira before the Crawler can paralyze 


your spellcaster. 


Welcome to the Marsh Cave 


The three-level Marsh Cave is much 
more difficult than the Chaos Shrine, 
so low-level parties may want to 
make several short forays. Grab some 
treasure, escape from the area, and 
use Tents (or return to Elfheim) to 
heal. It’s quite possible for a high-level 
party to get through the Marsh Cave 
in a single trip. A powerful party may want to consider skipping the north 
side of B2 to save time. 


Marsh Cave, B2 South 
Marsh Cave, I and R? North To advance in this area, go south from the entrance. The staircase leads to a 


room ina different section of B2, where there are three treasure rooms to the 
south (they contain the duplicate chests with 680 gil and the Broadsword). 
To reach the third floor, go south from the room with the staircase, then east 


After dropping into the pit, you can 
go either north or south. The north 
path leads to a small chunk of B2 
that contains three rooms and four 
treasure chests (680 gil, a Dagger, 
a Broadsword, and 620 gil). The 
chests that contain the 680 gil and 


the Broadsword are concealed within 


along the bottom wall. Walk through the first door, then exit the next one. 
The staircase to B3 is to the southeast. a4 





duplicate chests that can be found elsewhere. 
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Marsh Cave. B3 Returning the Crown 


This spacious cavern consists of 16 rooms, many of which are empty. You After acquiring the Crown, leave the cave and return to Elfheim to heal 
need the Mystic Key to open the bottom four rooms, so stick to the top three —_ and buy equipment (don’t forget to purchase the Haste spell if you haven't 
rows for now. There is a Phoenix Down on the west side of the top row and already). The party must be at its best when you deliver the Crown to the 
295 gil on the east side. The next row down holds the Copper Armlet, plus “King” of the Western Keep, because a boss fight is close at hand. 


a Cottage, and there's a duplicate Phoenix Down chest in the same room. 
On the third row, the third and fourth chests contain 385 gil and another 
duplicate Phoenix Down chest. It’s best to save the party's strength for the 


second room—where the Crown awaits—along with an encounter point. 


Copper Armlet obtained from the 
chest! 





AST OS 
Astoshasastrong (Resale 


resistance to magic 420 30.18 170 
and physical attacks. 

He knows spells like 2000 

Death (an instant kill, 

if it works), Slow, 2250 ia 

Fira, and Thundara. (jav@ 

Have your Black and/ - 
or Red Mages use 

Haste and Temper on your best Warrior before 
they use their best spells. Make sure the rest 
of the party is ready to cast Cure spells and 
use Potions. Save before you speak to the 
King just in case a key character gets nailed 


by Death. Defeat Astos to pick up Matoya’s 
PISCODEMON Crystal Eye, 2250 EXP and 2000 gil. 
The encounter point HP. | ATK] DEF] MDEF | 








i“ 
















is the square directly 84 30 16 98 
in front of the chest. Gi. 

Each time the party 300 

steps on it, they wil (iat 

encounter up to four 276 

Piscodemons. Despite Tava 

their appearance, - 


Piscodemons can’t 

cast spells but they can inflict serious damage. 
They have no weaknesses to exploit, so hit them 
with everything to cut through their 84 HP. 


52 
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OLD PLACES, NEW DOORS 


Items Found 

Jolt Tonic Falchion Silver Armlet Iron Armor 

Bronze Gloves Power Staff Antidote Gold Needle 
Mystic Key Steel Gloves Mythril Knife Rune Blade 
Mythril Hammer Mythril Knife Nitro Powder Werebuster 


Return to Matoya’s Cave 


From Elfheim, sail north toward Cornelia and slide the ship underneath the 
bridge that the king ordered reconstructed. Find a port in the small inlet; 
from there, it's just a short walk north to Matoya’s Cave. Matoya trades the 
Jolt Tonic that the Elf Prince needs for the Crystal Eye. 


You obtain the crystal eye. 





Revive the Elf Prince 


Return to Elfheim and give the Prince his medicine. In return, he provides the 
Mystic Key, the master key that unlocks all of the locked doors in Cornelia 
Castle, the Chaos Shrine, Elfheim Castle, Western Keep, and the Marsh 
Cave! The only item you need to progress further is inside Cornelia Castle, 


but the rest of the loot is pretty good. Time to do some backtracking! 


The time for me to pass on the mystic 
key to its rightful owners has come at 


FNC Tee Fe Ae Re CT 


q 
W°OG° 60° 00°O 


{—=-—_ = 
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Treasures in Elfheim Castle 


To access this castle's stash, take a step through the small door in the 
southeast and loop around to the treasure room in the northeast. Don't go 
more than one space away from the 
wall, or else the party will be returned 
to the world map. The treasures 
include the Mythril Hammer (great 
for White Mages), Bronze Gloves, 


and a total of 1500 gil. 





Encounters in Western Keep 


NAME HP ATK DEF MDEF WEAK GIL EXP 
Mummy 80 30 20 60 Fire, Dia 300 300 
Wraith 86 22 4 52 Fire, Dia 231 231 


raiths are Specters that can 
| | cause paralysis with each 
hit, while Mummies can put their 


prey to sleep with their attacks. As 


is the case with all Undead foes, use 





Diara and Fira spells against them. 


Treasures in Western Keep 


The treasure room is southwest of the throne room. There are three chests 
inside, each of which is protected by an encounter spot. Several Wraiths 


guard the center chest, while numerous Mummies protect the other chests. 
The loot includes a Power Staff, a Falchion (a great sword for Thieves and 
Red Mages), and Steel Gloves. If you want to avoid fights, open the chests 
from either side without crossing the space directly in front of each chest. 








ybnosypyyjem 
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Treasures in the Marsh Cave 


Are the chests behind the four locked doors on B3 worth the trouble? 
Perhaps the best treasure is a Silver Armlet, which is available in the next 
town for 4000 gil. The other chests contain an Antidote and 1020 gil. If you 
want these items, return to the third floor and explore the rooms along the 


south wall. 


The room in the southwest corner contains the Silver Armlet, which is 
guarded by a pack of Piscodemons. The chest with the Antidote is guarded 
by Anacondas. The gil in the southeast room is protected by Piscodemons, 


as well. 


Anaconda Carter 
Gardnr 
Defend Garrik 

Items Scott 








Treasures in Cornelia Castle 


The six chests in Cornelia are completely unguarded! Loop around to the 
back of the castle to find two treasure rooms with three chests each. One 


room contains a suit of Iron Armor, a Tent, and the Key Item Nitro Powder. 


The other room contains a Cottage, a Saber, and a Mythril Knife. 











Treasures in the Temple of 


The Temple contains some nice treasures, and they're easy to get now that 
your party is much stronger. There are some Gargoyles in the northeast 
corner near the door guarding a Werebuster and a Gold Needle. The 
southeast chest, which contains the Rune Blade, is guarded by an identical 


encounter point. 


Werebuster obtained from the 
chest! 


Rinepladesys: Wenehusten 


The Rune Blade and Werebuster essentially have the 
Same stats but different abilities: The Rune Blade 
inflicts extra damage to spelicasting foes, while the 
Werebuster causes extra damage to Lycanthropes 
{basically any enemy that resembies a wolf or tiger}. 

Thieves can only wield the Rune Blade. while Red 
‘y. Mages can use-sither, so distribute 

them accordingly. 
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MT. DUERGAR 


Items Found 
Cottage 

Great Helm 
Ether 

Potion 

Mythril Mail 
Tent 
Wyrmkiller 


Raiding Dwarven Treasure 


Travel along Cornelia'’s coast to the northwest to find a small port just past 
the mountain range south of the Chaos Shrine. Hike southwest along the 
coast to a ring of mountains with a cave entrance. Inside is Mt. Duergar, the 


Dwarven homeland mentioned by the Elves. 


There are two chests inside the room to the far north of the entrance. These 
chests contain 575 gil and 450 gil. In the huge room at the south end of the 
cave, locked with the Mystic Key, are eight chests with great loot: a Tent, 
Great Helm, Wyrmkiller, Ether, Potion, Mythril Mail, 575 gil, anda 
Cottage. The Wyrmkiller is slightly better than the Werebuster and Rune 
Blade. This weapon causes extra damage to dangerous Dragon-type enemies, 


so give it to a Thief or Red Mage. 





ENTER/EXIT 


Blasting a Dwarven Canal 


The Dwarves have a great deal of information. Smyth the blacksmith offers 
to forge a weapon out of Adamantite, if you should find some. Repay the 
Dwarves’ hospitality by giving the Nitro Powder to Nerrick, the Dwarf, at the 
entrance of the far south tunnel. He uses it to blow up the land bridge south 


of the Mr. Duergar, creating a canal big enough for the ship to pass through. 


Now you can visit the towns and caves on the outer edge of the continent. 









That pouder's set tae blaw! Unless ye 
plan on goin wi it, ye'd better gie oot 
whilst ye can! 
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Tae EARTH CRYSTAL 


MELMOND 


Shop Data 

Weapon Shop 
Item COST ATK 
Crosier 160 gil +14 
Saber 360 gil +13 
Long Sword 1200 gil +20 
Falchion 360 gil +15 


Armor Shop S 


Item Cosi DEF 
Knight's Armor | 36,000gil | +34 
Silver Armlet 4000 gil +15 
Great Helm 360 gil +5 
Bronze Gloves 160 gil +2 
Steel Gloves 600 gil +4 


White Magic, Level 5 & 
SPELL | COST | CLASS 
Curaga 4000 gil 


Life 4000 gil 
Diaga 4000 gil 


Healara | 4000 gil 


Equipment and Items 


lf you opened all of the chests with the Mystic Key, then the party should have 
better equipment than most of the items sold here. Aside from the expensive 
Knight's Armor, there is the Silver Armlet. This item represents a significant 


armor upgrade for spelicasters. 





Sanctuai NWA 
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Objectives 


Head to the Cavern of Earth. 





ACC CLASS 
+0 aR a %, PARAS 
+s Fa %aRd fA 





Battle the Vampire for the 
fs RAL (Awe Star Ruby. 
+0 9a RA EAR 
Give the Star Ruby to the 


guardian of the Giant's Cave 
EVA Class 


= FARA 


1 | Fa%a%s fafa 


> FPR RAEI 
> | 7p RROBAEAEA 


Black Magic, Level5 & 
SPELL | COST CLASS 


Firaga 4000 gil ALA 
scourge | 400g! READE Fe 
Teleport 4000 gi A 
Slowra 4000 gil FFs 


Get the Earth Rod from the Sage. 


Return to the Cavern of Earth and 
use the Earth Rod 





Defeat Lich, the Fiend of Earth. 





Spells 


Purchase Life for White Mages as soon as possible. Curaga and Diaga nicely 

round out the level 5 slot, but those spells can wait for now. Pick up Firaga for 
Black Mages. Scourge is a bit of a gamble, but it will occasionally wipe out a 

field full of powerful enemies. 


This is where the Red Mage's lack of specialization begins to hurt: Curaga 
is the only White Magic available (until the Class Changes) and Black Magic 
choices are similarly limited. 





Sganned by n3Xt 












) 

. Melmond Area Encounters 

| NAME HP ATK DEF MDEF WEAK GIL EXP Sie ob he ” = aes ae are eens ws i404 

igers. Both foes attack in large packs and are quite a bit tougher than 

os z : 2 si z ce es the Wolf-type foes encountered up to this point in the game. Take ‘be out 
Gigas Worm 56 7 8 40 Fire 15 63 one by one using physical attacks, followed up by low-level spells like Sleep. 
Ghast 56 8 10 40 Fire, Dia 117 117 ‘Try to save your good spells for the Cavern of Earth. 
Ghoul 48 8 6 36 Fire, Dia 50 93 
Hyenadon 120 22 4 76 - 72 288 
Lesser Tiger 132 22 8 85 - 108 438 
Ogre 100 18 10 65 - 195 195 
Ogre Chief 132 23 14 71 - 300 282 
Shadow 50 10 0 37 Fire, Dia 45 90 







Tarantula 64 5 12 46 - 50 141 
Warg Wolf 72 14 0 46 = 22 93 
Wolf 20 8 0 28 - 6 24 






Carter 
Hyenadon Gardnr 

Garrik 

Scott 
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Towards the Cavern of Earth iy 


Melmond’s port is west of the canal 





The Amazing Dr. Unne 


There is a scholar in the northeast corner 


the Dwarves made and the town is 


of town named Dr. Unne. He doesn’t offer 
anything (save proof of his large ego) at 
this point, but he plays a key role later in 
the adventure... 


only a few steps east of the port. A 
ravaged community, filled with tales 
of Vampires and giants in the nearby 





caves, greets the party inside. The 
grueling Cavern of Earth is the next 
stop, so buy a few key supplies before 


proceeding. 


Walk west and slightly south from 
Melmond to reach a thin strip of land 





that connects to a triangular island 
with two large mountain ranges. The 
mouth of the Cavern of Earth rests 





between the mountain ranges. 


CAVERN OF EARTH 


Cavern of Earth Encounters 
NAME HP ATK DEF MDEF WEAK GIL EXP onsters in the Cavern of Earth are strong and hardy. Only a few 


foes have special attacks or magical weaknesses, so this dungeon tests 





Anaconda 80 22 10 96 y 30 165 endurance more than wits. The Hill Gigas, for example, has 240 HP and 
Black Widow 28 10 0 28 = 8 30 an attack power of 38, while Minotaurs are only slightly weaker with 
Cobra 56 6 6 46 - 50 123 164 HP and an attack power of 22. The Earth Elemental has 288 HP and 
Cockatrice 50 1 4 47 “ 200 186 a stunning attack power of 66; fortunately, it does have a weakness to Fire, 
Earth Elemental | 288 66 | 20 130 fire | 768 1536 #40 Trolls. 
Bape bet S 3 = a aie It’s often the weaker foes who are the most dangerous,. Cockatrices only have 
Ghast 56 8 10 40 Fire, Dia "7 uu 50 HP and an attack power of 1, but they can turn characters to stone with 
Goblin Guard 16 8 6 23 F 18 18 their glance. If you don’t have a Gold Needle to reverse this status effect, 
Hill Gigas 240 38 12 120 = 879 879 you can run back to Elfheim to buy one, or hope they drop after fighting 
Lizard 92 18 12 55 as 50 153 Cockatrices (which is risky). A new undead foe, the Wight, can paralyze 
Minotaur 164 99 4 95 = 489 489 your party. On occasion, the sleep-inducing Mummies will join the Wights. 
ales sa ” 2) * di wal cd Former encounter point favorites like the Piscodemon and Gargoyle are 
Ochre Jelly 76 32 6 35 Ice, Fire 70 252 abundant bere, as are old friends like the Lizard, Tarantula, and Ogre Chief. 
Ogre 100 18 10 65 - 195 195 
Ogre Chief 132 23 14 71 - 300 282 
Ogre Mage 144 23 10 80 - 723 723 
Piscodemon 84 30 16 98 - 300 276 
Sphinx 228 23 12 115 - 1160 1160 
Tarantula 64 5 12 46 - 50 141 
Troll 184 24 12 100 Fire 621 621 
Warg Wolf 72 14 0 46 = 22 93 There are a few new enemies in the lower levels of the Cavern of Earth. 
Werewolf 68 14 6 45 ‘ 67 135 Although the Sphinx have 228 HP, their low attack power ensures that the 
Wight 52 20 12 45 Fire, Dia 150 150 battles are ore ae penne than oe Take the extra time to 

- : defeat them, since you'll earn up to 1160 EXP a pop! 
Wraith 86 22 4 52 Fire, Dia 231 231 


58 


nned by n3Xt 


Ogre Mages have access to a few spells, like Sleep 
and Blizzara, but they normally use their turns 
to cast weaker spells like Blink. The Ochre Jelly 
foes have fairly high attack power scores, but they 
are vulnerable to physical attacks and some spells 
(Fire- and Ice-type magic). They rarely appear, so 
if your goal is to fill up the Bestiary, be prepared 


to search for a while. 


Ochre Jelly 
Tarantula 


5000 gil Q 


Leather Shield © i 






















Items Found 
Antidote 
Coral Sword 
Leather Shield 
Potion 

Gold Needle 
Sleeping Bag 
Tent (x2) 
Mythril Shield 
Staff 

Star Ruby 


Coral Sword 
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60 


y 1020 gil 


3400 gil 


9 


- Gold Needle 








5450 gil 





1520 gil 






3400 gil 
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Cavern of Earth, Bl 


There are six different directions to choose from the start of B1, but only the 
east route leads to the B2 staircase. The south route leads nowhere, while the 
west and southwest routes lead to a dangerous loop. It's important to note 
that the west wall is comprised entirely of encounter points! If you decide to 
travel around the loop, you will frequently encounter Hill Gigas and Lizard 
foes. This is a great way to obtain EXP, but it’s even a better way to get killed. 


Se ee 


Goblin Guard Attack 

Werewolf 1 Magic 

Hill Gigas Defend 
Items 


Carter 
Gardnor 
Garrik 
Scott 








The north route leads to a room with a chest that contains 1975 gil. 

Irs guarded on the right side by an encounter point with a deadly Earth 
Elemental. The southeast route forks and each path leads to a treasure room 
with two chests and an encounter point. The treasures are 880 gil, a Potion, 


an Antidote, and 795 gil. 


Cavern of Earth, B2 


There are two treasure rooms on this floor. To reach the first one, head 
southeast around the pile of boulders and then head east. This treasure room 
contains a Coral Sword, a Tent, and 330 gil. The Coral Sword causes extra 
damage to aquatic enemies and may come in handy later. To access the other 
treasure room, go south from the boulders, move east at the east-west fork, 
and south again. The three chests here contain a total of 5575 gil and 

a Leather Shield. There is an Earth Elemental encounter spot near the door. 


To reach the staircase from the second treasure room, loop around the wall 


to the northeast. 







= 


Earth Element Attack 
* Magic 


Defend 
Items 


Carter 
Gardnr 
Garrik 
Scott 








Cavern of Earth, B3 


Your destination is just a few steps to the north of where the party enters this 
floor. Unfortunately, there's a wall in the way so travel east, north, west, south 
and east again. This essentially makes the party travel in a giant loop around 


the entire floor. 


‘There are a few treasure rooms along the way. The room at the end of the east 
passage contains a Sleeping Bag. In the east end of the north passage, after 


fighting past an Earth Elemental encounter point, there is a Gold Needle. A 





door to the north in the m 





dle of the west passage contains another Earth 


Elemental encounter poi 





ad a worthy reward of 3400 gil. The last treasure 






ith passage, as you turn back to the east. This 


one contains 1020 gil and one last Earth Elemental encounter point. 





VAMP. LR e 
The room at the Be id bad 
end of the passage 280 76 | 26 75 






(just north of the B2 
stairease) contains a 2000 


Star Ruby. However, Sail 
you must defeat a 1200 
Vampire to reach it. | WEAK | 
The Vampire's attack Fire, Dia 
power is a brutal 76, 

but this boss only has 156 HP Because the 
Vampire is weak to Fire and Dia spells, use them 
to quickly turn the fight in your favor. 
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GIANT'S CAVE 


Items Found 
Mythril Helm 


Great Axe 
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The next destination is Giant's Cave, which is west of the cape that leads to the Cavern of Earth. Giant's Cave is guarded by...well...a giant! Talk to the giant 


to give him the Star Ruby and he will allow the party to pass. Before continuing to the staircase on the other side, turn to the south and raid this cave's treasure 


room for a Mythril Helm, 1070 gil, and a Great Axe. 





Great Axe obtained from the 
chest! 
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THE SAGE’S CAVE Cavern of Earth, Bb 


This floor is sparsely populated, so it should be a quick trip to the boss. Go 




























ltems Found north, west, south, then west again to reach the boss's door. Heal your party, 


Earth Rod save your game, and go meet the Fiend of Earth, Lich. 
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Lich has 1200 HP 
and a fairly high 1200 40 40 120 
physical defense 

rating. He is 3000 


vulnerable to Fire, EXD 


so use your Black 2200 
and Red Mages | WEAK | 
contribute to the Fire, Dia 
Lich’s demise. Have 

your White Mages cast Dia spells, although 
their first priority is tending to the party's 
dead and wounded. Lich isn’t the strongest 
physical attacker (although his attacks can 












The staircase on the other side 


of the Giant's Cave leads past the 


yGnompyem 


mountain range at the western tip of 
the Melmond area, just north of the 
Sage's Cave. Travel down to meet the 


Sage and he will reward the party 





with the Earth Rod. This Key Item stun your party members), but he does 
will allow the party to move the stone have plenty of nasty spells like Blizzara, Fira, 
slab and gain entrance to the lower two floors of the Cavern of Earth. Thundara, Sleepra, Haste, and so on. Blizzara 


seems to be Lich’s favorite, so remember to 
use NulFrost if the boss casts Blizzara. 


Gelaiaed (ioe ike Use the Earth Rod at the stone slab 
just past the encounter with the Defeating Lich causes a portal to appear in the back of this room. After 


r. . 2 : ¢ 1. eee , 7 i 
Vampire on B3. Doing so revealsthe reactivating your party's Earth Crystal, enter the portal for a free ride back to 


staircase to B4. From the entrance, the overworld. 


head northwest to a treasure room 





that contains 11,825 gil and a 
Staff. There are several encounter 
points in this room, complete with 
Ogres, Hyenadons, and a few Sphinx foes. A second treasure room is in the 
southwest corner of this floor. It contains 1250 gil, a Tent, and a Mythril 


Shield, all guarded by more Ogre/Hyenadon encounter points. 
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iia Knife 640 gil +10 


Mythril Sword 3200 oi 18 +15 a | EEA 
ities 2000gi +12 «+5 PBA RAS. FY 
Mythril Axe  3600gil +25 PP _ PABAEA RE 


Armor eo eas 





Cae ae 

Mythril Mail 6000 gil +18 8 7 AP 
Mythril Shield 2000 il Paes PP RARATA RA 
Bucker «2000 «+2 +0 %2 AWA 4 
Mythril Helm 20001 +6 -3 Pa RA RAFARA 


AA AL 


2000 gil +6 -3 


Mythril Gloves 


. Item Shop 





‘Antidote PE RS 50 gil 
Phoenix Down oe 500 gil 
Sleeping Bag 50 gil 


White RS Level 6 g 


Black Magic, Level6 Y 
| SPELL | cost ae 
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leat 13 009 % +3000 ol PARA 
: Protera 13,000 gil Car “Quake 13,000 ail BARAK 
Invisra 13,000 Bes s fee ES ost PAPA. 
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Sail southwest to Crescent Lake. 


Get the Canoe from the Twelve 
Sages. 






Travel upriver to Mt. Gulg. 










Battle the Fire Fiend, Marilith, 
for the Fire Crystal. 





SHOPPING RECOMMENDATIONS 


Equipment and Items 


If your Warriors aren't clad from-head to toe in.Mythril, then 
purchase somevhere. New items include the Mythril Gloves and 
the Buckler which is the first shield tisable by Thieves and Red 
Mages. Its defensive power is only 2, but that’s more than,either of 
those classes had available before. The Mythril Axe is the only new 
weapon).and it’s worth picking up if you. have multiple Warriors. 
(Note, however, that there is a free one in thenext dungeon.) 





The level 6 spells break the bank at 13,000 gil per spell, but they 
offer a few exciting choices. White Mages can choose between 
Protera, Invisira, and Stona. All of these are good options, but don’t 
provide the help needed in the near future. Protera is a good choice 
for now, but resist the temptation to get Invisira. Stona is a must later 
on and you want to save a slot for Exit after the class change. 


A sure-fire option for Black Mages is Thundaga. Death sounds more 
powerful than Stun, but Stun is perhaps the better choice since it 
has a higher success rate. Quake has a lower chance of an instant 
kill than Death, but it reliably wipes out about half of a large group of 
enemies, So it’s a little more useful. 


At this point, it’s best to avoid any purchases for Red Mages since 
they can’t learn any level 6 spells until the class change. When this 
occurs, they're limited to Exit, Protera, Invisira, and Thundaga. 








Anaconda 
Ankheg 
Hill Gigas 
Minotaur 
Ogre Chief 
Ogre Mage 


Scorpion 
Troll 





222 
240 
164 
132 
144 
84 

184 





100 


Fire 


Canoe 





nkhegs are the new foes in this area, but old favorites like Ogres, Trolls, 
Hill Gigas, and Scorpions appear in greater numbers. Since Crescent 


Lake is close by, you can obliterate large groups of foes with your best spell 


Note that magic won't be enough to take down the hardy Ankhegs. The: 


have 222 HP and no magical weaknesses, so try to employ Haste-enbanced 


fighters against them. 


| Ankheg / 223 
| i 377 
| 185 

142 
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173 
239 
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Sail southwest from Melmond, past the tip of the peninsula with the Cavern 
of Earth and due west across the sea. This leads to the east shore of the 
continent between two ports. Disembark at the southern port and start 
hiking southwest. There are some grueling battles here, so hit the foes with 
everything you have since there isn't far to go. Cross a large patch of forest, 
loop around below the lake, and locate the small town of Crescent Lake. 


Don't be confused by Crescent Lake's odd layout. There's actually more to this 
town than a handful of shops. Cross the small stone bridge to the northeast 
and follow the path to the field where the sages await. If you have defeated 
the Lich in the Cavern of Earth, the sages discuss the remaining fiends and 


provide a Canoe. 


150 
102 


206 

0 
Gardnr y 0 
Scott 26% 


Piranha 188 


Crocodile 
Ochu 


The Canoe allows for travel on rivers and lakes, such as the ones around Crescent Lake. Take the river route west, then 
turn north at the second fork. Pass the first northwest fork (it leads nowhere) and go north down the second route. 








915 
3189 
1224 
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a canoe. 


l encounter some extremely tough foes while using the Canoe. 
e foes put the denizens of Mt. Gulg to shame, so be careful while 


‘ld’s network of rivers. 


semies on the river share a weakness to Lightning, including the deadly 
and White Croc. These foes don’t lack HP, but they have sufficient 


o cause triple-digit damage to the non-Warriors in your party. 


Crocodiles of both types usually appear with groups of enemies, so have Black 


t Thundara while melee types target the Crocs. Ignore the Piranhas 
t accompany Crocodiles; they're weak across the board, so Thundara is a 


cat option. 


The Ochu foe is also vulnerable to Thunder, but the stronger Neochus are not. 
Both are hardy and capable of inflicting poison, making them a significant 
threat 


- Focus on them after the Crocs but before the Piranhas, Red Piranhas, 


and Hydras (the weakest of the river monsters). 


The river is the best place to visit when you need to quickly level up. While it 


-y to do so, river enemies are worth lots of EXP—up to 3189 from the 





eochus! 








Antidote (x2) 
Cottage 
Flame Mail 
Flame Shield 
Gold Needle 
Great Sword 
Ice Brand 
Mythril Axe 
Mythril Gloves 
Mythril Helm (x2) 
Mythril Shield 
Hi-Potion 
Phoenix Down 
Staff 

Tent 
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Hi-Potion 
Tent 





‘enon 


Great Sword 


Mythril Shield. 


Phoenix aa 


1975 gil 


1520 gil 
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A 222 S83. 0 = 116 1194 
Fire Elemental 276 50 “20 130 Ice 1620 
FireGigas 30 135 ke = 1506 
Fire Hydra 103 Ice 1215 
‘Fire Lizard. esSt a: Cabs 149 Ice 1200-2472 
Hellhound 192 30 8 103 Ice 600 1182 
GrayOoze = 76S 30 7 ~~ 55_— Lightning = 70——«(55 
Hill Gigas 240 38 12 120 - 879 879 
"Horned Devi NOs oe 27 aS aay 
bet 120 22 4 76 - 72 288 
Lava Wo | 143 ee = 4001671. 

55 - 50 153 








ML Gilg, Bl 


Don't waste much time trying to find a way around the lava in Mt. Gulg, 
because there isn’t one. Your party will lose 1 HP with each step it takes on 
the lava, however, no enemies will attack while this is going on. As bizarre as 
it sounds, if you're low on health and running for the exit, the best strategy is 
to stay knee-deep in boiling magma whenever possible. 





489 


282 
80 - we 
45 Ice 423 
200 a 2904 
55 - 225 
15. = 11601160. 
52 Fire, Dia 231 231 
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Cece) ee f | The legion of new foes in Mt. Gulg is a dangerous bunch. Most of them 


are vulnerable to Ice, so consider a party focused around Black Magic. 
The trick is to determine which encounters are worthy of Blizzara spells. 
(MP won't last long if used in every encounter!) Alas, this level 4 spell is the 
strongest option. Firaga isn’t the most effective option, and you're better off 


saving Thundaga for river enemies. 


Lava Worms, Fire Gigas, Fire 


ive eemcredinky high attack ratings, 


Topping the danger list are Fire Elementals, 
and Hellbounds. Fire Gig 


wrecking havoc against your party with thei 





Lizards, 
r standard attacks. Fire Lizards 
lack er: firepower, but they have the ability to cast Fire-type magic 


If any White or Red Mages have NulBlaze, 





spells th th 


t the entire p 






arty. 
then use it 
these enemies. Fire Elementals and 


Lava Worr 


solid attack and 


with 


strong joes 





defense ratings. 
Fortunately, Lava Worms always 
travel alone and Fire Elementals never 


attack in groups of more than two. 


Another potential threat, the rare Red Dragon, has no weakness and it sports 
the highest attack rating in Mt. Gulg. When fighting these beasts, use Haste- 
enhanced fighters. Pyrolisks lack the statistical power of the Red Dragons, but 
their Gaze attack can drop a foe in one hit. Don’t waste Blizzara; with only 
44 HP, even Thundara can clear the field of these fragile foes. 


The most common enemy in the volcano is the Horned Devil. These 
bothersome creatures are resistant to Ice, so use physical attacks to dispose 


of them. 


Mt. Gulg, B2 


The stairs down to B3 are across the lava to the west of the entrance. If you 


dont need gil or EXP, you can proceed in that direction but you should still 





foray to the Great Sword. There arent any “special” treasures 


make a quick 


L 





to find in this area, but it's worth the time to raid the 18 chests on this floor. 
Not only will your party gain plenty of gil and other goodies, but they will 
also earn plenty of EXP from defeating the powerful guardians protecting 


the chests. 


The shortest route is to head west from the stairs and go through the second 


door to the west. Carefully navigate the winding passages, hitting the chests 
in order of their appearance. The chests are protected by encounter points. 





When pec it forces a battle = one or two Fire Elementrals. To 


A keen item of interest on this f he Great Sword, 


floor is t 


power is slightly weaker than the 


anywhere else in the game. Its attack 
Mythril Sword (by 2 points 


additional damage against Giant- 


e (5 points). It inflicts 





, but 


mor 


e€ accurat 





class enemies, like Gigas and Ogres. 








which is unavailable 
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Head to the top of the cave, then proceed to the west. There are two chests 
with a total of 1445 gil between them, although they are protected by 
another Fire Elemental encounter point. Continue south to find the large 
room with the other chests. There's an encounter point near the entrance, 
but only one encounter point inside the actual room. That encounter point is 
located at the spot where the party is surrounded by chests on six sides. This 
time, though, the enemy is the feisty Lava Worm. This powerful foe deals 
more damage than the Fire Elementals, so use Blizzard to defeat it within a 
turn or two. The chests contain gil, Mythril armaments, and basic supplies. 


Check out the maps for the contents of the other chests. 


Garrik 
Carter 
Gardnr 





Head east through the lava filled corridor of B3-A, then travel southeast in 
the small segment of B4 that follows. Locate the staircase in that corner and 
follow it up to a new portion of the third floor (B3-B). This area is equally 
barren (there are no chests on B3), but it's larger and much easier to get lost 
while traveling to the staircase in the southwest corner. There's still plenty of 


lava here, so keep an eye on your party's HP. 


‘The staircase leads to a rather interesting area of B4-B—a place with 15 
che: 
is extremely useful in these lava filled areas. Don't forget to find the Flame 
Shield, too. 








s. One of the better items you'll find is the powerful Ice Brand, which 


Weap “Ice Brand 
* Fear Bitte stag 
Helmet Leather Cap 
220 Armor ‘“%Mythril Mail 
Leather Gloves 


Red Mage 
HP 197/ 
94 / 


Accuracy 
Defense 


Evasion 






Pick up both major items, as well as a nice chunk of gil, in the room at the 
| e hall. A lone Lava Worm encounter spot guards these chests. 
southeast from there to pass a room with a single chest (containing 


1760 gil) and another room with two chests (a paltry 155 gil, and a Lava 





© boot!) at a fork in the road. The east path leads to a room with 


more chests. One of them is a duplicate of the Ice Brand chest (it may 





you have one already), while the others contain 2000 gil and 


Follow the south fork ro reach the stairs that lead to the next level. Look 
for a room with two chests (1250 gil and a Staff), guarded by a Fire Lizard 


encounter point. 
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Items — 


























This large area is surprisingly devoid of goodies. The three chests in the east, 


northeast, and southeast corners all contain the same Gold Needle (it won't 
be there if you grabbed it on B4-B). In effect, this means that only the chest 
to the west is considered “new.’ The chest contains the Flame Mail; save 
this armor for a dungeon that you'll visit in the near future. Unfortunately, 
encounter points with a Fire Lizard and a Red Dragon block the way. Both 
foes use Fire-type magic spells to decimate the party, so use NulBlaze if it's 


available. If not, hit them hard to quickly cut through their health. 


The room in the southwest corner holds the Fire Crystal. Any attempt to 
touch this crystal awakens Marilith. After defeating the fiend, use the portal 


that appears behind the crystal to return to the world map. 





Flame Mail obtained from the 








NI AAFi till 








Marilith’s damage 
spells are all fire- 
based and her 
physical attacks 
can connect Sa ee 
multiple times. Use aralysis, Darkness, Sleep, 

a combination of Silence, Confusion, Mind 
NulBlaze and Siowio & 

reduce the amount 
of damage she c can 








cast Slow on Marilith and 
jaste on everyone capable of dealin g physi ical 
damage since it is the key to winning this fight 
lave your healers keep the fighters healthy, 
and let the others concentrate on depleting 
Marilith’s health. If you're feeling especially 
lucky, try casting Hold or Stun on Marilith for 
an advantage. While it may not connect, it 
does work on occasion. If you picked up the 
Confuse spell back in Elfheim, use it; Marilith is 
weak against it and it can quickly turn the tide 
of battle in your favor if it connects. 


el 
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eile Chasm Available 


Marilith opens the portal to 
m. The party can't visit the 











Retrieve the Levistone from the Sail south to the Ryukahn Travel to the Citadel and hand Battle the Dragon Zombies for 
Cavern of Ice. north of Mt. Gulag. Desert. over the Crown. the Rat's Tail. 










Deliver the Rat's Tail to Purchase the Faerie’s Bottle Release the Faerie at the 
Bahamut. ai the Caravan. pond in Gaia. 






















Travel across the river to Plunder the Warp Cube from Retrieve the Rosetta Stone Defeat the Water Fiend, Kraken, 
Onrac. the Waterfall Cave. from the Sunken Shrine. in the Shrine’s lowest floor. 





f Airship 
Flame Sword 

| Ice Armor 

| Ice Shield 
Levistone 
Mythril Gloves 
Ether 
Clothes 

Sleeping Bag 
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, | "here are three enemy types in the Cavern of Ice: Undead, Ice beasts, 
and Magicians. Standard tactics for slaying Undead foes work fine 


Bloodbones Fire, Dia 


st the Mummies, Wraiths, Specters and others, so use Diaga if you 


Cockatrice 53 have a White Mage, and Fira and Firaga if you don’t. You may want to use 


Dark Wizard = b st Mummies and Specters, just in case one of the casters ends up 
Ghast Fire, Dia paralyzed or asleep. 

Ice Gigas Fire 
Mindflayer - 
Mummy Fire, Dia 


e enemies include White Dragons, Ice Gigas, and Winter Wolves. All 

predictably, are vulnerable to Fire. Have a Warrior equip the Flame 
A soon as it is available and have Black and Red Mages use lower- 
Piscodemon = level Fire s (save the best stuff for the Magicians). Ice Gigas and White 
Remorazz - Dragons both have fairly strong 
Specter Fire, Dia nagic resistance stats, so it takes a 
White Dragon Lightning, combination of strong physical attacks 

Fire and Fire-type spells to take them out 

Wight Fire, Dia 
Winter Wolf 0 Fire 
Wraith Fire, Dia 


they can start wreaking havoc 


The Mindflayers are perhaps the most dangerous foes. Piscodemons aren’t so bad, but Dark Wizards and Mind layers have interesting spells like Trance (which 
afta) I t ig J J*4) St \ 
can paralyze the entire party), Reaper, Firaga and Thundaga. As a bonus, any physical attack a Mindflayer lands may result in an instant kill. Magicians only 
have 112 HP (Dark Wizards have 105), so killing them quickly is the way to go. Have all of your offensive spell casters use their best spells (neither foe has any 
\ Ss ] 5) 2 & 4 fh L \ d 2, 


particular weaknesses or resistances, but both are generally resistant to Magic) while the offensive line targets them individually to cause more damage. 


: ee See - =e — = _ GEE © 
Mindflayer : 8 / Garrik 228 82 
456/ 464 / 2M Carter 464 0 
280 282 0 : Gardnr 282 0 
yAUL UT, PAUL : om s Scott 202 265 





The goal is to go to the 
Cavern of Ice and retrieve 
the Levistone, which is 

a Key Item that leads to 
the Airship. Heal up and 
restock on any necessary 
items at Crescent Lake, 
then return to the ship. 


il to the north until 






you find another port. 





-an leave the ship at 


¢, or take it straight to the mouth of the river and hop into the Canoe. 


there are many dead ends in this segment of the river, so follow the mountains to the right and head north to get through the first part. At this point, there are 


fwo paths: an upper and a lower path, both of which lead to the west. Follow the lower path heading west to find a small, gtassy area with the entrance to the 











Cavern of Ice 


a . UU. 





You cant access all of the good stuff in B1 without taking the long way 
around, so head straight to the staircase. Go east or south in B2, but note that 
both paths are the same length and lead to the same place—the staircase that 


leads down to B3. 


Cavern of Ice B3-B4 


Take the other staircase in B3 to find a much more interesting area of B2. 
Circle around to the large room, then take a good look around before looting 
the chests. The Levistone is between the two chests, but watch out for 

the tiny cracks. If you step on one, the party will drop through the floor to 
B4. This is a place you must eventually visit, but if you want to pick up the 
treasure on the left first (the Flame Sword), go around the cracks and get it 
from above. Plunder the chest on the right using a similar method to acquire 
Clothes. Alas, there is no way to get to the Levistone at this point, so step on 
a crack to proceed. 














There's an encounter point in the middle of the room, so prepare for a ight 
against a legion of Undead Specters. Beyond the door, there are chunks of 
blue ice on the ground. These chunks function like the lava in Mt. Gulg: they 
cause 1 HP of damage to 


chunks, however, the party is free of enemy encounters. 


each party member with each step. Once on the ice 





reach a room with two chests (Mythril 


Gloves and Ice Armor y a White Dragon encounter point. The 





dragon has 200 HP and it is vulnerable to Fire and Thunder. If you haven't 
Gulg yet, the Ic 


resistance to Fire, its stats are ident 


completed Me. e Armor will come in handy. Besides its 





cal to the Flame Armor. 


s the blue ice to the south, then cut east while still on the 

ice to prevent ee party from getting stuck at a dead end. There is a treasure 
room with six chests directly south of the ice patch's exit. Plunder these 
chests to acquire 30,000 gil! Surely that's worth a fight with a pack of Winter 


Wolves. From the treasure room, follow the south wall to the east to end up 


at the stairs. 








The stairs bypass two entire floors and lead directly to the section of B1 that 
was previously unreachable. The chest right outside the stairwell contains an 
Ether, bur the unguarded chest in the small room on the way out contains a 


respectable 10,000 gil. 
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Before entering the room to the east, take a moment to assess the state of 
your party. The stairs in the northeast corner lead back outside, so make sure 
your party is in top fighting condition. If you go outside to use a Cottage, the 
party re-enters the area back at the original entrance. This means you must 


travel through the dungeon again. 


If your party is in good shape (and you don’t need to use a Cottage), then 
head into the room to the west to find 9500 gil, a Sleeping Bag, and an Ice 
Shield. Next, step on the crack to go back down to B2. This action causes the 
party to land near the Levistone. As the party approaches it, a battle against 
Evil Eye ensues. 





The bad news: Evil 

Eye knows every 

nasty spell in the 
game (including 
' Doom). The good 
news: This boss 
only has 162 HP Hit 
it with the party's 
strongest standard 
attacks and most powerful spells. An efficient 
use of attacks and spells will eliminate the 
Evil Eye within a round or two before it can 
take down too many party members. 





| HP | ATK | DEF | MDEF | 


162_| 30. | 30-j 92 


3225 


3225 














Getting the'Airship 


Grab the Levistone, then jump down a crack to either side (going south leads 
to another Evil Eye encounter). Work through B4 to reach the staircase in 
Level B1, then ride the river back to the ship. 









Go south of Crescent Lake to a point where the sea meets up with a river 
near a patch of desert. Hop into the Canoe briefly, then quickly step to the 
west to reach dry land. Walk around the mountains to reach the desert. 





Walk into the desert to make the Airship rise out of the sand. The world 

is now at your fingertips! You can make your first priority the long awaited 
Class Change, or you can make a pit stop at the town of Gaia first. There is a 
new spell to purchase (Blizzaga for Black Mages is the only one that doesn't 
require a Class Change) and some pricey new armor. 





THE CHTADEL OF TRIALS 


TROIS OliSWe he Giana 


wp ts oaTry | re af ; f you take the Airship, expect a number of battles on the long walk to the 
>| ATK J J Poe 8 
: Citadel. Most of these encounters are against Weretigers (a poisonous foe) 
30 20 91 ; F : : 


Basilisk 
Hydra 30 14-116 


and Sabertooths. Rarer but more dangerous new foes include the Sand Worm 


sefore it can use Quake), the Basilisk (bring plenty of Gold 


Lesser Tiger 22 85 Needles), and the Wyrm. 


Ochu 20 116 —_ Lightning 
Sabertooth 24 106 - 
Sand Worm 46 103 = 
Sphinx 23 115 - 
Weretiger 30 93 

Wyrm 40 131 


|| Weretiger 
| Sabertooth 
Lesser Tiger 
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<a N l w Undead creatures in the Citadel include King Mummies, Zombie 


Dragons, and Minotaur Zombies. All of these foes are vulnerable to 


Clay Golem 
Dragon Zombie Fire, Dia 


Fire and Dia-type spells, so they shouldn't cause too much trouble. 


Horned Devil = Clay Golems and Rakshasas are resistant to almost everything, so rely on 





King Mummy Fire, Dia physic s to dispose of them. Nightmares are weak against Ice, but 


Medusa ee may not even be worth your casters’ time, since the worst they can do is 





; cast Darkness on your party. Go abead and break out some offensive magic 

Mindflayer s re of ‘ 
against the Medusas, as they can turn your party to stone. With only 68 HP, 

Mummy Fire, Dia te i ep og - 
use a high-level spell of any type to wipe them out. 


Minotaur Fire, Dia 
Zombie 


Nightmare 
Rakshasa 


Minotaur Zombie : Carter 
Garrik 
Gardnr 
Scott 
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Healing Staff 





Ruby Armlet 
Ice Brand 
Steel Gloves 
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The Citadel of Trials is in the north-central part of the map, on the western 
edge of the bird-shaped northeast continent. There are two ways to get 
there: fly the Airship to the tip of the peninsula to the north of the Castle 
and walk from the small patch of grass, or sail the ship to the mouth of the 
river northeast of the castle and switch to the Canoe. The ship/Canoe route 


involves less walking, but sailing back and forth when you have a new Airship 


isn't much fun! 





Present the Crown to the elderly man on the first floor and he reveals the goal 
of the challenge. There's not much to see here, so head to the northwest, open 
the door, and touch the throne. Doing so warps the party to the confusing 


second floor. 





There are 15 warps here. To reach the staircase, you must follow a specific 
order. Fortunately, the warps seem to reset the counter of steps between 
enemies, so as long as you continue to warp, there's little need to worry about 
combat. The correct order is 1-2-3-5-6-8-9-10-14. After you hit warp 10, 
stop inside the room in the northeast to find this floor's lone treasure chest. 
Defeat the Clay Golems at the 
encounter point directly in front of 
it, then open the chest to find the 
Gauntlets. If you miss the Gauntlets 
here, they will appear again on the 


next level. 














After using the final warp, the party ends up on the third floor. The route to 
the ultimate prize is a simple loop, but many powerful enemies wait along 


the way. This room has lots of chests, but only one encounter point. There 





are several Nightmares positioned inside the door to the north of the warp 
point. Expect to fight them again if you want to get that first chest, but it’s 
well worth it. The Healing Staff is a must-have item. After that, get the 


Ruby Armlet, another Ice Brand, and Steel Gloves from the next set of 





> Cottage and 8795 gil from the chests in the 





southwest. 


Healing Staff obtained from the 


UsingiCombatiltems 


ybnosypyem 


79 








Heal the entire party before approaching the treasure chest near the throne. 
Collect the Rat's Tail, then prepare for an encounter point directly in front 
of the throne. After defeating the Dragon Zombies, touch the throne to warp 


back to the entrance. 





Senses 
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Elixir 
X-Potion 









Introducing Bahamut 


All that's left to do is take the Rat's Tail to Bahamut (yes, that Bahamut!) and 
receive your reward. Find him in the Dragon Caves, located on the chain of 
islands just southwest of the Citadel of Trials. The name sounds menacing, 
but all the dragons in the Dragon Caves are friendly and there are no random 


encounters. 


There are six entrances to the Dragon Caves (the seventh hole leads to 
Hellfire Chasm) and each entrance leads to a different area. If you want to 
plunder all of the chests and talk to all of the Dragons, you must use each 
entrance. If you're not interested in that, go into the furthest east cave to get 
the loot (nearly 20,000 gil) and enter the southeast cave on the island with 


two caves to see Bahamut. 
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Class Change Lime 

After the class promotions, celebrate by flying around the world to pick up 
new spells and items. 

e Knights can use White Magic up to level 3. Ninjas can use 
p to level 4. Return to the game’s first few 
wns to buy the spells. 





zards can equip better weapons and 





e Return to Melmond to buy Teleport for your Black Wizards. 
¢ Return to Crescent Lake to buy Exit for your White Wizards. 
¢ Purchase the following 







ted Wizards: Vox in 
eim; Life, bevels 
SCOLEDE in Melmond; 
Invisira, Protera, 

Ex t and Thundaga in 
Crescent Lake. 








i The Water Crystal as 





Faerie’s Bottle 





Oxyale 


‘Weapon Shop 





CatClaws — 52,000gl +22 «+85 (Pig 


LA a a sae Fakaha Blizzaga 30,000g1 © 
Armor Shop eB Diaja 30,000 gi Pavare Break 30,000 gi PAPAS 
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White Magic, Level 8 Y Black Magic, 


fubyAmiet — an.moogl ame 4 Pe % 2, ¥z | " 765 aa cd z 
Protecting -«16,000gil «+81 By iy By Be Fe Ee See ae PR eae 
Item Shop Bit «0.00001 BABAR Death 40.0001 EAA 
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Thundaga 40,000 gil 





Hi-Potion 


Ether 
Phoenix Down 500 gil 
Tent 160 gil 
Cottage 2000 gil 
















SHOPPING RECOMMENDATIONS 


Equipment and Items 


There’s only one weapon for sale here—the Cat Claws. For Black Wizards, this There are only two level 7 spells of each type sold in Gaia, while the other two 









is the best weapon in the game. However, it's overpriced for any other class are sold at Onrac. Both level 7 spells are good for White Wizards, so don’t 
types. Still, it's difficult to justify such a price, especially when the armor here worry about leaving slots open. Pick up Blizzaga for Black Wizards and Break if 
is so much.more useful. you have the extra gil. 










The Protect Ring.has the additional property. of protecting its wearer from The missing level 8 spells are sold at Lufenia, so save a spot for each. For now, 


instant-death attacks, so grab at least one for your party's designated healer. consider Holy and NulAll for your White Wizards. For Black Mages, it’s a toss- 
Consider buying Ruby Armlets, a great piece of light armor, for your non- up. Stop paralyzes all enemies. Warp is a more powerful Quake (but no longer 


fighters. ground-based), while Kill has the potential for an instant-kill versus most non- 
; bosses. Whatever you choose, leave an open slot for Flare. Lastly, purchase 
Blizzaga for Red Wizards since it’s the last Black Magic spell they can learn. 















2 
ARERATAAUTIFAG REET COULIGRS 
ease ae : a handful of new enemies in this area, most of which won't be a 
=e breat to a mid-level party. Barettas and Desert Barettas have plenty of 
Ea HP, high defense, and devastating attack scores. 
Desert Baretta 
Hellhound 192. 30 8 103 Ice 600 . = 
Ice Gigas 336 60 16 150 fire 1752 Pat 
Lesser Tiger 182 2288S s 108 . “ge 
Ochu 208 «20 «24 += 116 Lightning ‘102 
Ogre Mage 144 23 10 80 - 723 
Remorazz 320 73 24-185 = 1000 5 
Sabertooth 200 24 8 106 = 500 = 
Troll 184, 24 | 12 «100”~:té«éRres—«<‘(; CR ty os , = 
Sphinx 228 23 apse hs) - 1160 Ice Gigas peck rao! .o 
Wyrm 260 40 22. } 131 - 502 Ree as alge 
Wyvern 212 30 12 115 - 50 
mM a Taum af { 119 ] mi for tho \ 
Ine Lown ol trald Hunt for the Caravan 
Gaia, the eye of the bird-shaped northeast continent, is the most accessible The missing Faerie is hidden in the Caravan in the desert at the center of the 
town in the north. Although this venture serves mainly as a shopping trip, northwest continent. It's not visible on the map, but the Onrac villagers point 
listen closely to what the villagers have to say about the missing Faerie. Its to the small patch of desert to the west of a small grove of trees. Park the 
safe recovery is the next objective. Recovering the Faerie costs 40,000 gil, so Airship at the patch of grass just southeast of the desert and march over to 
shop accordingly. the designated location. 


ca 


So I sold her to the caravan. So what? 















Buy Back the Faerie 


The only item initially for sale at the Caravan is the Faerie’s Bottle for 40,000 Take the Bottled Faerie back to Gaia and visit the Faerie pond in the 

gil. If you're short on cash, don't waste any time since the enemies don't drop northeast section of town. The Faerie retrieves a bottle filled with Oxyale, 
much gil. Instead, infiltrate the Waterfall Cavern where the enemies drop which allows the party to breathe underwater. 

more gil and there's 25,000 gil to plunder from the treasure chests. 














On return visits to the Caravan, the shop's inventory changes to items 
that temporarily raise a character's stats. These items are usable only 
during combat. 


Tonic Shop 





Giant's Tonic 1500 gil Temporarily raises max HP 
Faerie Tonic 1500 gil Temporarily raises max MP. 

Strength Tonic 1000 gil Temporarily raises attack. 

Protect Drink 1000 gil Temporarily raises defense. 
Speed Drink 1000 gil Temporarily raises agility. 


The Water Crystal 
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Star S11)PPING RECOMMENDATIONS 


Inn 300 gil 


= Item Shop 
[tee ee 
Boe i Potiod: ae iyi eae ee 
Ether 150 gil 
Remedy — Ber, SM 
Cottage 2000 gil 


— GoldNeedle = 500 gil 
; to near fighter levels, butt can be used 


Blind, — p only affect one enemy. 


‘White Magic, Level7 & | Black Magic, Level7 & 


Healaga ean Beh Blind 30,000 gil BARA % 


ith one exception, you've seen all of these enemies in previous 
dungeons. That one exception is the Green Dragon, a rare monster 
as te RS CS ERS PE eed that is no pushover. It has high magic resistance, but Ice spells can still cause a 
Cockatrice we 50 Bo feat little damage. This foe lacks physical defense, but it has 352 HP and can dish 
GreenDragon 352 72 © = seItees,  §000—t out damage. Think about using a Haste spell to finish things quickly. 
King Mummy = 188 Fire, Dia . arg a : 
Mummy = 80, 302060, Dia 300 
Nightmare 200 Ice 700 
sPyONSK 205 8A 20 AN: = 45 es SD 





Cockatrice > || Carter 
Pyrolisk Garrik 
King Mummy Gardnr 


Mummy Scott 233 K 
Sl ee 





Qnrac 


Fly back to the same parking spot southeast of the desert, the one used previously to reach the Caravan. From there, travel across the river and walk a short 
distance to Onrac. Purchase a few spells and listen for gossip about the Sunken Shrine and the nearby Waterfall Cavern. 
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Defender 
Ribbon 
Wizard's Staff 
Warp Cube 
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if 6400 git ) 


“The Waler Cryst 


Steer the Canoe upriver, directly into the waterfall northwest of town. This 


is a simple cave; all of the branches lead absolutely nowhere and everything 
of any value is in the same spot. To get there, just hug the left wall from the 
entrance to reach a room with six chests, a random encounter spot, and a 


robot. 


The treasures include the Wizard’s Staff, Ribbon, and Defender. The 
Wizard's Staff and Defender are combat items that cast Confuse and Blink, 
respectively. The Ribbon, a Final Fantasy classic, protects its wearer from all 
status effects. Lastly, don't forget to talk to the Robot to acquire the Warp 


Cube, a Key Item you will need later. 
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Antidote 
Diamond Armlet 
Diamond Armor 


+, Diamond Gloves 


——— ay =h ie 1 9 ae a >» Diamond Helm 
rete Bos | Diamond Shield 
| Giant's Gloves 
Light Axe (x2) 
| Mage’s Staft 
) Ribbon 
Rosetta Stone 


is 
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The Water Crystal 
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186 
3591 
990 
984 
300 


Lightning 
Fire, Dia 
King Mummy Fire, Dia 
Mummy Fire, Dia 
Pyrolisk Ice 423 
Sahagin Chief Lightning 105 
Sahagin Prince Lightning 822 
Sea Scorpion Lightning 639 
Sea Snake Lightning 957 
Sea Troll Lightning 852 
Shark Lightning 267 
Water Ice 1962 
Elemental 

Water Naga 
White Shark 


Deepeyes 
Ghost 


2355 
2361 


Lightning 


344 Lightning 


Sea Scorpion Tg Attack 


Magic 
Defend 
Items 


The Makeshift Submarine 


Bring the Oxyale to the girl in the southeast corner of Onrac. Upon doing so, 


Sea Snake 
Sea Troll 





she hands over her submarine. It leads directly to the Sunken Shrine, a large 
underwater dungeon. 


‘There are two different objectives here: recover the Rosetta Stone from the 

top level of the shrine, or defeat the Water Fiend, Kraken, at the bottom of 

the shrine. You can do the quests in any order, but it makes sense to get the 

Rosetta Stone first so the party can benefit from the items and EXP acquired 

along the way prior to the battle with the Water Fiend. 
— Ss 


Please save the mermaids! = } } — 


) 





one of the commonly encountered Sunken Shrine enemies are 

particularly deadly, but they attack relentlessly in large groups, making 
this dungeon a painful ordeal. New foes include Sea Trolls, Sea Scorpions, 
Deepeyes, Sea Snakes, various Sahagin, White Sharks, Water Nagas, and 
Water Elementals. 


Virtually everything here is vulnerable to Lightning, so utilize a lone Red or 
Black Wizard and have another party member use the Gauntlets. On the 
other hand, the Water Elementals are vulnerable to Icee—not Lightning— 


and the Ghosts and Mummies are vulnerable to typical Undead weaknesses. 


The most dangerous foes are the White Sharks, which have 344 HP and an 
attack rating of 50. The Sabagin Princes come in a close second, so have your 
offensive line target them and leave the weaker Sabagin Chiefs to the spell 


casters’ electrical assault. 


524/ 553 
278/ 324 
387/ 387 
184/ 238 
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Rosetta Stone 1—Sunken Shrine. 3F 


‘The submarine drops off the party on the third floor. There are stairs leading 
both up and down. The Rosetta Stone is on the shrine’s top floor, so take the 
staircase in the northeast that leads up. 


The third floor of the Sunken Shrine is full of empty rooms. There are only 
two treasure chests, both of which contain gil. The chest in the room south 
of the down staircase (in the northwest) is the only one that contains a 
substantial amount of money, 9900 gil. 





| 9900 gil obtained from the — 
| chest! 


| 
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Rosetta Stone 2—Sunken Shrine, 4 


The down staircase leads to 4F, where the treasure starts getting good. The 
first room is empty, but every other room contains a chest. Note that all of 
the chests are well worth the trouble. The Diamond Armor, a nice upgrade 
for a Knight, is inside the north room. 


The large room directly south of that, in the center of this floor, contains only 
20 gil. A much better treasure waits in the room in the southwest corner: a 
Light Axe. As a weapon it's somewhat unimpressive, but any character can 
use it in combat to cast Diara. Continue east and stop in the next room to 
collect a Mage’s Staff, a combat ability weapon that can cast Fira. The final 
room (further west) has a chest with 12,350 gil. The staircase leading down 
is located just outside this room. 


al esa 
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Rosetta Stone 3——Mermaid City 


The stairs lead to 5E, a floor that is free of enemies but full of treasure. Each 
room contains a mermaid that will reveal information, plus most of the 
rooms have treasure chests. 


The treasure tally includes: the Diamond Armlet, Diamond Shield, and 
over 30,000 gil. The Rosetta Stone is in the northwest corner of the map. 
Take the path that looks like it may lead off-screen; in fact, it leads to the path 
in the northeast corner, where you can access the last room. Open the chests 
to get the Diamond Helm, Diamond Gauntlet, and Rosetta Stone. 


Take the stairs back up to the 
submarine, or use the Exit spell to 
teleport out. Heal your party and buy 
supplies in Onrac before revisiting 
the Sunken Shrine to battle the 
Water Fiend. 











—Sunken Shrine. 3 


Take the submarine back to 3F, then head to the down staircase in the 
northwest. This leads to the east side of 2F, a large floor that has eroded into 
two separate areas. There's no treasure on one side, so head directly north to 
another staircase (this one leads up). This staircase leads to the tiny area of 
3F (and to the stairs that lead to 4F). Area 3F has no features except for a 
staircase down to 3F. There are two chests in 3F and they each contain 

560 gil. Go through the door in the south and head down the stairs to 

the west side of 2F. 





Water Fiend 2——Sunken Shrine, 2 


This side of 2F is rich in treasure. The two chests in the room directly south 


of the entry area contain over 15,000 gil. They're guarded by the Sea Shrine's 
first encounter spot, a fight against several Water Elementals. 


Travel to the room in the west, where you'll find more gil and the invaluable 
Giant's Gloves. The loot is guarded by two encounter spots: more Water 

Elementals and some Sea Scorpions. From that room, head north to a room 
with a single chest. Battle more Sea Trolls/Snakes/Scorpions in the spot in 


front of the chest, then open the chest to reveal another Light Axe. 


Head directly west from that room to reach the final treasure room. You 
must defeat an encounter of mixed Sahagin and White Sharks, a small 
price to pay to get another Ribbon and 20,000 gil. The staircase is just 
northwest of that room. 





‘Cast. Kraken’s defense Se ee ae 


is so high that your 1800 50 60 
best fighters will | MDEF | GIL | EXP | 
barely cause double- 160 5000 4245 
digit damage, so 











Lightning 





Kraken’s attacks are all physical (his Ink 





attack can blind the party, an effect that you 
can ignore), so Protera and/or Invisira are 
fantastic during this fight. Have White or Red 
Nizards cast them a few times in the first few 
hrino 10 tur ns t to erase the threat of an instant kill by 

LUUIU, it damage. Kraken is vulnerable to Lightning, so 
et your Black Wizards hit him with Thundaga. 
Have any idle party members chip away at 
him by using the Gauntlets. 





The Sunken Shrine’s final floor is completely devoid of treasure, so don't stray 
from the direct path. First, proceed in a westerly direction from the stairs. 
Go north when the path dead-ends, go west across a short bridge, then south 
through a narrow corridor. This path leads around a corner to a door. Go 


through the door, pass three pools of water, turn to the west, and exit the 


ybnosypyem 


room via the south door in a small alcove. Follow the corridor around and 

up to another door; this one leads to the Water Fiend’s lair. Heal your party 

before tackling the Fiend of Water. If any character is using a Flame Sword, 

swap it out as Kraken is resistant to Fire. ke 








> Lifespring Grotto Available 


gee the Kraken opens the portal 
to Lifespring Grotto, a bonus dungeon 
covered later in this guide. 
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Take the Rosetta Stone to Dr. Fight the Blue Dragon on the 
Unne in Melmond. third floor. 









SHOPPING RECOMMENDATIONS 


Lufenia has no armament shops, Inns, or Sanctuaries but there is a small, somewhat 
hidden magic shop. To find it, exit the town through the break in the outer wall in the 






Actiine the Chime from a Use the Warp Cube to reach 
Lufenian elder. the Flying Fortress. 





northeast and go east. The shop sells what are arquably the game's two best magic 
spells: the attack spell Flare and Full-Life, which revives a character at their max HP. 
What are you waiting for? Buy them! 


















Battle Tiamat on the top ‘ane 
of the fortress. 


Travel to the Mirage Tower. 





Fufenia AreaEncounters 





NE! 3 op vHP OS “ATK DEF “MDEF WEAK GIL | EXP 3 j Biase a half dozen or so encounters along the way, including 
—— +——— : Hill Gigas (in packs of three or four), Barettas, Wyverns, and 

' Allosaury us 480 65 10 200 - 502 3387 y : E 

| two dangerous new enemies—Allosaurus and Tyrannosaur. The 

| Baretta 256 60 38 130 z 300 1428 fairly common Allosaurus has an attack power of 65, 480 HP, and 

| Desert Baretta 352 98 48 = 156 = 1 2610 | extremely durable magic resistance. Fortunately, they have weak 

Hil Gigas 240; 38 +; 12 | 120 - 879 879 | physical defense. 

| Minotaur 224 40 14 116 ~—s Fire, Dia = 1050 = 1050 

Zombie Tyrannosaurs appear on rare occasions. When one appears, 

Troll 184 24 12 100 rie 621 621 prepare for a difficult fight. Their tremendous attack is capable of 

} ~~ leveling a weak character in one hit. If you encounter one, protect 

| Tyrannosaur 600 =115 10 200 = 600 7200 soecticaler ar all coats . 

|WinterWof 92 2% 0 55 Fire 200 402 | 

| Wyvern AV a ates Uae 6 - 50 1173 | | 

| Tarantula G45 12 5 46 - 50141 | 


" Allosaurus Attack | Carter 
Wyvern ) Magic Garrik 


Defend Gardnr 
Items ee | a 














Meet Dr. Unne in Melmond 


After conquering the Sunken Shrine, 
make a quick detour to Melmond. Go 
to the northeast corner of town and 
show the Rosetta Stone to Dr. Unne 
(look for him near the gravestones). 
Moments later, he cracks the code of 
the Lufenian language and teaches 
your party how to speak it fluently. 


The Long Walk to Lufenia 


Sadly, this linguistic breakthrough probably won't be a boon to Lufenia's 
tourism industry, since the city is still mired in the middle of nowhere. To get 
there, fly northwest from Melmond 
(loop around the globe) and land at 
the top of the long peninsula on the 
west side of the northeast continent. 
From there, it's a long walk south to 
the city of Lufenia. 


Items Found 
Chime 
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Acquire the Lufenia Chime 


Aside from buying the last two level 8 spells, the only objective here is to get 
the Chime that opens the Mirage Tower. To get it, talk to the man in the 
southwest corner of the dock-like area to the east of the entrance. 


Before you lea\ 
take this chime 1 
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MIRAGE TOWER 






“NAME 


HP. ATK (DEF MOEF WEAK GIL | EX 
Black Knight 260 44 38 135 - 1800 1263 
Blue Dragon 454 92 20 200 ~ 2000 3274 
Chimera 300 30 20 130 Ice 2500 2064 
Cockatrice 50 1 4 47 - 200 186 
Guardian 200 25 40 110 Lightning 400 1224 
Hellhound 192 30 8 103 Ice 600 1182 
King Mummy = 188 43 24 95 Fire, Dia 1000 984 
Medusa 68 20 10 55 - 699 699 
Mummy 80 30 20 60 Fire, Dia 300 300 
Nightmare 200 30 24 100 Ice 700 1272 
Pyrolisk 44 20 40 45 Ice 500 423 
Sabretooth 200 24 8 106 - 500 843 
Vampire 156 76 24 75 Fire, Dia 2000 1200 
Weretiger 160 30 16 93 - 780 780 
Wyrm 260 40 22 131 - 502 1218 
Wyvern 212 30 12 115 - 50 1173 


Bring along a few extra Cottages and learn Exit since the Mirage Tower is the 
first of several tough dungeons. When you're ready, park the Airship on the 
strip of grass southeast of the desert and head to the tower. 


It’s a short walk, so don't expect more than a few encounters. The enemies are 
the same ones encountered outside of Lufenia, with the addition of the desert 
dwelling Sand Worm. Defeat this rare foe quickly, since it can cast an instant- 
death Earthquake spell. 





~~ 





Mirage Tower Encounters 


li Mirage Tower introduces a few new enemies. Guardians, which 
appear in large quantities, are somewhat difficult to defeat. They're 
vulnerable to Thunder spells and they lack an offensive punch, but their 
high defense score and their paralysis attacks can drag out battles. Another 
new enemy is the Black Knight, an all-around solid foe with no particular 


strengths or weaknesses. 


Hardy, flame-spewing Chimeras are vulnerable to Ice, but they're not much 
of a threat. The more dangerous foes are the Blue Dragons, which have the 
highest attack scores in the tower. They also possess a nasty Lightning attack 
that hits the entire party. They have no weaknesses and are highly magic 


resistant, so stick to physical attacks to cut through their HP. 


Vampires make their triumphant return here (last seen as a boss in the 


Cavern of Earth). Exploit their Undead weaknesses (Dia and Fire) to destroy 


them as quickly as possible. 


a 





Mirage-Tower. Ik 


The staircase to the next floor is only a few steps away from the entrance. 

Go through the door, take a few steps to the east, and pass through the other 
door. On this first foray into the Mirage Tower, make sure you focus on 
looting the chests. The treasures in the middle include the Healing Helm 
(cast Heal in combat), the Vorpal Sword (a sword with no apparent ability), 
and the Aegis Shield (protects Knights from being turned to Stone). 
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Aegis Shield ¥f 
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fF Vorpal Sword 





Reaching the exit of the second floor is a much longer process and the loot 

is even deeper inside. Take the long route around the sides and turn left at 
the break in the wall. Turn at the break in the next wall and continue east to 
reach the center of the tower. From there, take the stairs to the next floor, or 
go south to find the central room's door. The loot includes a Cottage, the Sun 
Blade (a sword that causes extra damage to Undead), Thor’s Hammer (casts 
Thundara), and the Knight-exclusive Dragon Armor (raises the Knight's 


magic resistance against all elemental attacks), as well as a bunch of gil. 


Thor's Hammer obtained from the 





You may want to Exit out after the looting is done and use a Cottage. 





fresh party. 


Seeee™ HealingHelm YE 


Afterward, re-enter the area and quickly return to the third floor with a 


ltems Found 
Aegis Shield 
Cottage 


With the Warp Cube in your 
inventory, step on the central warp 
spot to go to the Flying Fortress, 


where five more grueling floors await. 








Dragon Mail Sun Blade 


Healing Helm Tent 


Thor’s Hammer 
Vorpal Swordw 


Sas 


600 ail 


~ 7900 gil 
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Dragon Mail 
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Go south to find to 
the entrance to the 
central room and 
prepare for a Blue 
Dragon encounter 
spot on the other 3274 
side of the doorway. 
Have your Black and 
Red Wizards support 
the offensive line by casting Haste on the 
fighters, since their elemental spells will not 
be effective. 
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THE FLYING FORTRESS 
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ltems Found 
Adamantite Diamond Shield Potion (x2) Sasuke’s Blade 
Black Robe Gold Needle (x2) Protect Cloak Clothes 
Cottage Healing Helm Protect Ring (x2) Razer 


Diamond Gloves Mythril Helm Ribbon White Robe 
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Ae HRORTESS SITCOMS 





i> 
NAWIE E 
AirElemental 358 53 4 130 By 807 «1614 
Black Flan 156 49°=«s« 255. B5St*~é‘«é@Rre:«C=:«Ci«S™Ss«*i'TO01 
Black Knight 260 44 38 135 S 1800 1263 
Chimera 300 30 20 130 Ice 2500 2064 
ClayGolem 176 64 7 | 98 s 800 1257 
Dark Fighter 200 40 © 38 +~© 186 Z 3420 3420 
| Death Knight 199 55 32173 2 3000 2700 
learthMedusa 96 | 11 | 12) 70 | Fire | 1218 | 1218 
Evil Eye. 2/462 |). 30. | 30) 92 = 3225 3225 
Fire Hydra 182 20 14 103 Ice 200 1215 | 
Guardian 200 25 40 110 Lightning 400 1224 
Manticore 164. 22 «8 9% 3 650 1317 
‘Medusa si(<iéircs«C<‘<‘éakt*SCC = 699 699 
Mindflayer 112. #1 «| 12. «*187 3 999 822 
Neochu 344 35 | 32. 170 2 500 3189 
Nightmare 200 30 | 24 100 ce 700 1272 
Rakshasa 110 20 4,308.62 s 800 603 
Soldier 400 102 48 160 Lightning 2000 4000 
SpirtNaga  420.—=«ia7~S=t<‘SC«CA 3 4000 3489 
StoneGolem 200 70 16 110 = 1000 2385 | 
Vampire Lord 300 90 «28 84, Dia 3000 2885 
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Spirit Naga 


The Flying Fortress 


There is no opportunity to save or heal between dungeons. If you're a 
conservative player, use the smash-and-grab technique: grab the treasure on 
the first three floors, warp out, drop a Cottage, and go through it all again 
(including the Mirage Tower). Alternately, stock up on Ethers to restore MP 
as it runs low. 








, | Nhere are deadly new foes in the Flying Fortress. These battles test your 
endurance more than your wit, as few of these foes have any glaring 


weaknesses. 


You'll encounter the Rakshasa and Dark Warrior foes, which don’t have a 


lot of HP but are very resistant to magic. Rakshasas are poisonous and Dark 


Warriors can cast nasty spells like Doom and Flare. 


There are plenty of other nasty spellcasters lurking about, including the 
Mindflayer and the Evil Eye. Both of these foes are capable of instant-kill 
attacks. The classic Medusa is also in the Flying Fortress as the slightly more 
powerful Earth Medusa. Fortunately, all three are weak on defense and go 
down quickly. Other new Magician-type foes include the Spirit Naga (weak on 


offense and defense), which can inflict virtually any status effect in the game. 





The Soldier (400 HP) resembles a powerful Guardian, but he has a much 


higher attack score. He’s weak against Thunder, though, making him one of 


only two new foes in the Flying Fortress who are vulnerable to anything. The 
other foe weak to Thunder is the deadly Vampire Lord. The Air Elemental is 


vulnerable only to physical attacks. 


Manticores and the river dwelling Neochus are both capable of inflicting 
poison. Stone Golems are just powered-up Clay Golems with only 200 HP, 


but they're almost completely immune to magic. 





No overview of the Flying Fortress is complete without a mention of the 
Warmech, a very rare random encounter that rivals the game’s final boss 
in difficulty. 
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Vampire Lord 2 


Flying Fortress, IF 


This is a simple floor consisting of four rooms. The party starts in the middle 
with treasure rooms to the west, east, and south. You can skip the room to 
the west, since it contains only a Potion and some gil. The room to the east 
contains a Protect Ring, another Healing Helm, and more gil. That leaves 
the room to the south, which contains a single treasure—the Razer—that 
can cast Scourge. It's possible to 
achieve a few surprise kills with this 
weapon if you have an idle party 
member use its ability frequently. 
After looting the treasure chests, head 


north to the teleportation mirror and 





advance to the next floor. 














The exit is a straight x ; aa 
shot south from »btained from | 
where you enter : 
this floor, but 

don't ignore the six 
treasure rooms. The 
northwest room 
contains a Mythril 
Helm and a Cottage, 
while the west room 


contains only gil. 





The southwest room 


t, dont miss that chest! 


contains a real treasure: the Adamantite sought by the Dwarves. If your party has a Warrior or Kz 





On the east side, there are Diamond Gloves in the northeast and another Ribbon and a Diamond Shield in the east room. The Black Robe and White Robe 
are in the southeast room. These pieces are really no better than the Ruby Armlet your Wizard 





probably already wearing. When used in combat, though, 


you can use them to cast Blizzara and Invisira, respectively 


y- 


















The warp leads to an area near a circular window set into the floor. Approach 
it and take a peek for a clue as to the next destination. The warp to the next 





floor is to the west and a bit south of the one that lead in, just below the east 


treasure room. 


There are treasure rooms to the east, north, and west. A long passage to the 
south contains a few rooms with a confusing clue that youd be wise to skip. 


The treasure room to the north contains a Potion, Protect Ring, and some gil. 


yGnosypyem 


There are nice finds in the east and west rooms. The highlight of the west room 
is Sasuke's Blade, a Ninja-exclusive weapon with great stats but no special 
abilities. An item of note in the east room is the Protect Cloak, which is the 


only shield item in the game that you can equip on a Black or White Wizard. 


That’ it for treasures in the Flying Fortress, so if you're going to bail out 
and use a Cottage, do it now. If you do so, hop back into the Airship and take 
the Adamantite to the Dwarves so a powerful weapon is available for use 


against Tiamat. 


This floor is an infinite loop, meaning you could walk in any direction forever. 
To get to the next floor from the warp mirror, head past two pits to the north, 


then turn west to find the warp after passing two more pits. You can also get 
there by going south past two pits, then turning east past two pits. 





a chance that you may encounter a rare enemy known as the Warmech along 


the way. 


WARNE Cri 
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The Wind Crystal 





Flying Fortress SE 


Save your game now! Sure, there's a bit of a walk to reach Tiamat, but there is 






This boss has 2000 (Braise iss 
HP is resistant to all 2000 128 80 200 


magic (except Holy), 
has an attack power = 32,000 
of 128, and a has 
little attack called 32,000 

“Nuke” thatdoesa §jav@ 

few hundred points - 

of damage to the 

entire party. If you see this foe, you may want 
to run before it unleashes its first attack. 


lf you'd rather fight this foe, use Haste and 
Saber on your fighters and set up a solid 
defense of NulAll and Protera. The Warmech 
regenerates 100 HP per turn, so if your 
enhanced fighters aren’t inflicting more than 
that number, you have little hope of victory. 










TIARAAT 


The Fiend of Wind, 
Tiamat, may not 
measure up to the 
Warmech but she’s 200 6000 5496 
no pushover. Her 
standard attacks 
cause less damage 
than Kraken’s, but 
she has a number 

of nasty spells 

that damage the 
entire party (Poison 
Gas, Thunderbolt, 
Icestorm, and Flame). 
Thunderbolt is the most common one, so 
NulShock is a good choice for White Wizards 
on your first turn. On subsequent turns, 

their job is keep everyone above 200 HP 
Have your Black Wizards cast Haste on the 
Knights, let your Knights use Giant’s Gloves, 
then start slashing! Tiamat is vulnerable to 
Poison and Stone (so a cheap Break victory 
is a possibility), while Holy and Flare are 
strong enough to punch through any magic 
resistance. 








Stone, Poison 


> Sie 








Whisperwind Cove Available ¢ 
Defeating Tiamat unlocks the doorwayto 
Whisperwind Cove. You can now explore 

the fourth bonus dungeon! 


nned by n3Xt 


+ THR FIUAL BATTLE 


| THE CHAOS SHRINE 


Objectives 





Have the Adamantite forged Use the Crystals at the Chaos Play the Lute on the Shrine’s Find and defeat Chaos and 
into Excalibur. Shrine top floor Saye 
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Chaos Shrine, 1F-3F Encounters 


NAME 
Black Knight 
Black Flan 
Chimera 
Dark Fighter 
Dark Wizard 
Death Eye 


Dragon 
Zombie 


Green Dragon 
Ice Gigas 
Purple Worm 
Rhyos 
Vampire Lord 
White Dragon 


Ninter Wolf 


HP 


ATK 
44 
49 
30 
40 
26 
120 
56 


72 
60 
65 
40 
90 
53 


25 


DEF MDEF 
38 135 
255 85 
20 130 
38 186 
40 170 
60 160 
30 135 
16 200 
16 150 
10 200 
18 143 
28 84 
8 196 
0 55 


WEAK 
Fire 
Ice 

Fire, Dia 

Fire, Dia 


Ice 
Fire 
Ice 
Ice 
Fire, Dia 


Lightning, 


Fire 
Fire 


200 


* 
M 
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e 








be Chaos Shrine’s first floor is home to four enemies: Purple Worms, 
Chimeras, White Dragons, and Black Flans. Purple Worms provide 
more EXP than any other enemy in the Shrine. It’s difficult to run from 


fights, but your fighters should be able to take them out while everyone else 


uses healing items and spells. 


If a large group of White Dragons use Icestorm at the same time, fatalities 
may occur. If this happens, hit them hard and exploit their vulnerability to 


Fire and Lightning. 


Black Flans are vulnerable to magic (in particular, Fire) and strong against 
physical attacks. Use combat items, especially the Mage’s Staff, to defeat them. 
Chimeras and Rhyoses are both vulnerable to Ice (use the Black Robe to avoid 
wasting MP). The Rhyoses can petrify the entire party with a Poison Gas 


attack, so equip vital characters with Ribbons. 


The second floor adds a number of old favorites, like the Ice Gigas, Dragon 
Zombie, and Vampire Lord. Hit the Dragon Zombies and Vampire Lords 
with the Mage’s Staff and double Light Axes to inflict maximum damage. 


The third floor adds Flying Fortress favorites like the Dark Wizard, Dark 
Fighter, and Black Knight. It also features the return of the Green Dragon, 
which was last seen in the Waterfall Cavern. The Green Dragon is vulnerable 


to Ice and unleashes dangerous, damage-dealing Poison Gas attacks. 








Ov, 
1 ay = : 
Bi Ee underground floor features enemies from one of the four Fiends’ 
dungeons, with an enhanced version of that Fiend as the boss. 
NAME HP ATK DEF MDEF WEAK Gib: ZEXP 
Basilisk 196 30 20 91 - 658 1977 = B1 has the Clay Golem, Stone Golem, and the Earth Elemental. Earth 
Clay Golem 176 64 7 93 BS 800 4257 Elementals are vulnerable to Fire, but the Golems are only vulnerable to 
Earth Medusa 96 14 12 70 ae 1218 1218 physical attacks. The rock theme is continued by the Earth Medusa and 
Earth 288 66 20 430 Fire 768 1536 Basilisk, both of whom can petrify party members with their Gaze. If you 
Elemental have lots of Ribbons, these foes should no longer pose a real threat. 
Stone Golem 200 70 16 110 FE 1000 2385 B2 is home to the Fire Gigas, Fire Lizard, Lava Worm, Fire Elementals, and 
Red Dragon. All but the rare Red Dragons are vulnerable to Ice (go Black 
B2 Robe!), making this one of the easier floors to get through. Consider equipping 
NAME : HP ATK DEF MDEF WEAK Gis ssexes * second-tier fighter with the Ice Brand, but switch back before fighting the boss. 


FireGigas 300. 73 20135 Ice 1506 1506 
Fire Lizard 296 31 18 143 Ice 1200 2472 


Each enemy in B3 comes straight from the Sunken Shrine, but they're not so 


tough now that you have a few levels under your belt. Everything except the 


Lava Worm 280 50 ; 31 143 Ice 400 1671 Water Elementals are vulnerable to Lightning (it’s weak against Ice), so have 
Fire Elemental 276 50 20 130 Ice 800 1620 your Wizards use Gauntlets and Thor’s Hammer on every turn. Remember 
Red Dragon 248 75 30 200 x 4000 2904 to take out White Sharks and Sahagin Princes quickly, as they're still the 


strongest foes in the sea. 


The Flying Fortress foes that have made the journey to B4 are as strong as 


NAME HP ATK «DEF =MDEF §=©6WEAK GIL EXP ever and appear in much larger groups. Outside of the Vampires and Dragon 
Water 300 69 20 130 Ice 800 1962 Zombies, nothing here has a significant magical weakness, so new foes like 
Elemental Doom Knights and Iron Golems must be dealt with using physical attacks. 
Deepeyes 304 30 16 156 Thunder 3591 3591 The Air Elementals are probably the most dangerous foes, so have Wizards 


Sahagin Prince | 204 24 | 20 | 101 | Thunder| 882 | 622 “Se beal items every turn to keep HP up. 
SeaScorpion 148 35 18 85 Thunder 300 639 
Sea Snake 224 35 12 116 Thunder 600 957 
Sea Troll 216 40 20 110 ~~‘ Thunder 852 852 
Water Naga 356 9 8 116 = =Thunder 2355 2355 
White Shark 344 50 8 170 ‘Thunder 600 —261 


ybnosyyjem 


NAME HP ATK DEF MDEF WEAK GIL EXP 

Air Elemental 358 53 4 130 = 807 «1614 eeeees eee Carter 
DoomKnight 190 55 32 173 = 3000 2700 Garrik 
Dragon 268 56 30 135 Fire, Dia 999 2331 

Zombie 

ronGolem 304 93 100 143 = 3000 6717 

Mindflayer 21 | 12-1 487 a 999 822 

Nightmare 200 30 24 © 100 Ice 700 1272 

Purple Worm 448 65 10 200 Ice 1000 4344 

StoneGolem 200 70 16 110 = 1000 2385 

Vampire 156 76 24 75 Fire,Dia 2000 1200 


Vampire Lord 300 90 28 84 Fire, Dia 3000 2385 


nae = | Carter 
) Sea Troll i WET Ste Gardnur 
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The game's last dungeon was also its first: the Chaos Shrine, northwest of 
Cornelia. Now that all four crystals have been activated, the large crystal in 


the center of Garland’s room leads to a different area and a different time. 





First, go visit the Dwarves and have them forge the Adamantite into the 


powerful Excalibur for your Knight, if you didn't do so before facing Tiamat. 


Next, purchase any items and spells you couldn't afford earlier and pick up 
99 Ethers for the trials ahead. If your spell casters are about to level up, pay a 


quick visit to the Lufenia area and get those new spells before you enter. 





=X 


Forward Into the Past 


Preparation is important here 


ced 


because a long and grueling dungeon 
lies ahead—2,000 years in the 

past! Enter the final dungeon by 
approaching and talking to the Black 
Crystal in the Chaos Shrine. Use the 
four crystals to open the portal to the 
past and step forward. You can return 
to the present by entering the black portal that marks the ground where you 
arrive in the ancient Chaos Shrine, or with the spells Teleport (if you're still 
on the first floor) or Exit (if you've ventured farther). 


Clear the Bonus Dungeons 


Defeating Chaos effectively ends the gam 
lf you want 100% Eur: take the die 


heading into the Chaos ce 
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There are staircases in the four corners of this room, but you can only get to 
the ones in the southwest and southeast. The southwest staircase leads to a 

dead end, so that makes the choice pretty easy. The southeast staircase leads 
to a small area of 2F. Walk a few steps to the east and take another staircase 
up to 3F. 








Head south past the second room, then turn to the east and follow the pillars 
when they turn north to the central room's door. Just beyond the door is the 
Temple's first encounter point, a Death Eye. This foe is vulnerable to Dia 

and Fire spells and only has 360 HP. Its Gaze attacks can be fatal, so equip 


everyone with a Ribbon or Protect Ring before entering the room. 


Death Eye 


Attack 
Magic 
Defend 
Items 


Carter 

Gardnr 
Garrik 
Scott 
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The Lute Opens the Path Loic ie 





The two chests here contain Dry Ether and an Elixir. Loot the chests and play Lich has 2800 HP so 
the Lute provided earlier by the Princess. Playing the Lute reveals a ladder. your spell-enhanced 
offensive line can 
That ladder leads to the small room in the middle of 2F. Follow the path to take him down after 
the south, then west, then north to reach a new staircase. This staircase goes only a few turns. 
back to 1F and another short hike from the northeast corner to the northwest Unfortunately, he 
corner. This is where you'll find the stairs to the basement. tends to cast Flare 
on the first turn, 
i Walk all the way around this map (from the southwest corner, to the so be ready to 
northwest corner, to the northeast corner, to the southeast corner) until a heal immediately. Don’t burn through your 
powerful Lich pops up looking for revenge. Save your game and heal to max stockpile of MP or Ethers just yet, as there’s 
HP before sending the party to the staircase guarded by Lich. still a long way to go! 





Chaos Shrine, B2 


There are only seven item chests in this dungeon and this floor has four of 


ybnompyjem 


them. They contain a Protect Ring, Protect Cloak, Sasuke's Blade, anda 
Megalixir. 


From the entrance, head west to get out into the open, then proceed north to 
find a door. Next, head east and then south to reach another door. This part 
of B2 is completely symmetrical; the stairs are right where they were on the 


left side. 


If you want the items, stay away from the staircase where Marilith awaits. 





Instead, go south through the break in the wall. The Protect Ring and 
Sasuke’s Blade are just through the door to the west, the Protect Cloak 
is through the door to the east, while the Megalixir is down a hallway to 


the east. 


Protect Ring obtained from the 
chest! 





The Final Battle 
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MACFR bli ia 


Marilith’s new | HP | ATK | DEF | MDEE | 


tricks are Firaga 3200 60 80 183 
and Death, so equip : 

Protect Rings and 
have a White or Red 
Wizard cast NulBlaze 2000 
during the first turn. ve 

Confuse doesn’t - &§ 

work on Marilith this 

time, so have the offensive line pull the typical 
Haste/Saber combo and start swinging. 








Chaos Shrine, B3 


If you want to skip most of this featureless level, head into the floor’s west 
wing and go south as far as possible. Exit into the south-central courtyard 
and pass through a nearby door to the north. From there, go one room to the 
east (look for the gravestones) and then go south to the bottom edge of the 


map. Finally, head east to the staircase where Kraken awaits. 


<KXRAKENI 
Kraken has managed aaa Esa 


to shake his 3600 60 80 200 
weakness against 

Lightning, so magic 1 
is no longer effective. —es tae 
He can cast a few 2000 
weak spells (such | WEAK | 
as Thundara), but - 
the real threat is his 

physical attacks. Use the White Robe and 
follow it up with Protera. As always, itis up to 
the offensive line to cut through Kraken’s HP 

















Chaos Shrine, B4 


This level poses an interesting dilemma: head directly to Tiamat and the 





stairway down to the final level, or take the long detour that leads to the 


Masamune, a very powerful weapon. 


The quickest way to reach the Masamune is the simplest. Follow the west 
wall south, then east, and it eventually leads right to it. Any class can use the 
Masamune, so it's ideal for second-tier fighters like the Ninja (after all, the 
Knight should have Excalibur), or give it to a White Mage for some added 
physical damage and healing support! 


a2 A, Se See eee 


Masamune obtained from the 
chest! 





Return to the starting area, but heal your party before crossing the thin 
bridge that links the northwest and northeast corners of this map. It’s there 
that Tiamat has laid her ambush, not by the staircase! 


TiARAAT 
Prepare well and | HP | ATK | DEF| MDEF| 





don’t be afraid to 5500 75 90 200 
use a few high-level 

Spells. Tiamat’s 1 

attacks are primarily 


magical, so a NulAll 2000 ;ame 

spell cast on the | WEAK |i 

healer should ensure ~ 

the party’s survival if 

things go wrong. Tiamat doesn’t use any one 
elemental type exclusively, but Thunder is still 
the most common, so a NulShock won’t hurt. 
Tiamat is no longer vulnerable to Stone, so 
beef up your party’s fighters with Haste/Saber. 














Chaos Shrine, Bb 


There are no encounters on this floor, so check to see if any characters are 
close to leveling up. If so, fight a few foes in B4 (don't bother with Tiamat 
again because the EXP she gives isn't worth the risk) so everyone is at their 
best for the boss. Save the game and prepare for the original game's final battle. 


CHAOS 
Chaos has 20,000 (ate sansa 


HP and has the 20,000 170 100 200 
ability to heal using 

Curaja (this happens 
randomly, so just 
take him down as 
quickly as possible 
and hope you get 
lucky). He has no 
weakness, So any magic cast on himis a 
wasted effort. Sure, you can get a few points 
through with Flare or Holy, but there are better 
things you can do with your MP 








Cast Protera, NulBlaze, NulShock, and NulFrost 
as quickly as possible. Cast NulAll first on the 
designated healer and, if you have the luxury 
of time, cast it on everyone else. Have your 
Black Wizards cast Haste on the offensive line. 
Have each attacker use the Giant’s Gloves, 
then begin their relentless assault. Don’t 

worry about sparing the use of any items 
(specifically Megalixirs) for this fight. 


Save your game after the credits roll. Having a game cleared save game gives 
you the opportunity to start a New Game with the bestiary already started. It 


also provides a new selection at the game's main menu. 


Select file to load. 


Gardnr 
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Abyss Worm 
Black Goblin 
Catoblepas 
Desertpede 
Gloom Widow 
Skuldier 

Wild Nakk 


[uP | ark | DEF | MDEF | WEAK 
9 30 =. 200 = 


2500 
50 
200 
120 
ra 
120 
80 


By) 
10 


4 


16 
400 
85 
40 
42 
30 


Fire, Dia 


1500 
300 
800 
100 
520 

80 
60 








4000 
200 
1500 
250 
140 
133 
240 
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The Earthgift Shrine has five 
randomly encountered levels and 
four new bosses. Once the party 
takes its first step into the shrines 
entrance, you must defeat a boss or 
perish in battle to exit. The bosses 
are approximately equal in strength 
compared to the second wave of 


fiends from the Temple of Chaos. 


Each trip through the dungeon yields a single boss battle—the doors lock 
behind the party after defeating a boss—so keep track of which ones you 
have already defeated. The good news is almost all of the chests respawn 
(with different items!) for each trip through the bonus dungeons, so each trip 


should provide new rewards. 


Most of the encounters in the Earthgift Shrine are random encounters, 
except on the purple forest level. On that level, interacting with the enemies 
on the map triggers a fight. Some of 
these enemies move, but you must 
defeat the stationary enemies to reach 
the exit. The fifth—and final—floor 


contains all four bosses. 
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TWO-HEADED CERBERUS 


DRAGON 
The 2-Headed SRE es 


Dragon likestostike 4500 60 50 
physically, so Invisira 
and Protera are good 
opening round spells. 
Also, try to use 

Haste and the Giant’s 
Gloves on a character 
who Can inflict big 
melee damage. The 2-Headed Dragon drops a 
unique item, the Bard’s Tunic. 








4a&HiRIi MOT 
HP__| ATK] DEF | MDEF | 


60 50 100 







Ahriman doesn’t 
bring any new tricks 
to the table (stick 
with Saber— via the 
Giant’s Gloves—and 
Haste), but it does 
have a slightly higher 
Magic Defense than 
the other bosses. 
Ahriman likes to use Cura to extend the battle. 
After defeating Ahriman, loot the chest in the 
room before heading to the exit. 








Cerberus has the | HP] ATK | DEF| MDEF | 


lowest Attack value 4000 40 50 __60 
of the four bosses ; 
inside Earthgift 
Shrine, but makes 
up for it by using 
spells that damage 
the entire party. To 
counteract this, use 
the spells and items that heal the entire party 
at the same time each turn. 








—CHIIDNA 





Echidna likes to | HP | ATK | DEF] MDEF | 
unleash instant kill 4800 50 50 70 


spells at the party, 
SO expect to see 0 
Earthquake and 
Death mixed with 
Flare during this 
battle. Don’t let the 
boss's spellcasting 
alter your battle plan; continue using Saber 
and Haste to achieve victory. 








4) 
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in Iriplicate 


At some point during a trip into Hellfire Chasm, the party appears on one 


Black Goblin of three different maps that resemble the game's World Map. The key to 
: Blue Troll advancing past these maps is to discover the location of the Airship and use 
i Catoblepas it to reach the exit. Dont hurry to the next level until you've scoured the area 


Dark Elemental for treasure chests. 


Death 
Elemental 


Devil Hound 
Elm Gigas 
Gloom Widow 
Hundlegs 
Poison Naga 
Python 
Sahagin Queen 
Silver Dragon 
Wild Nakk 
Yellow Ogre 





Plan on taking two trips through the 10 random levels of Hellfire Chasm. 
Two maps contain two boss encounters (always Level 5 and Level 10). 
Each time you can choose to face one boss on each map. There are multiple 
instances of molten floors that damage the party while they are submerged. 


On the rocky maps with no lava, each step on the glinting parts of the floor 
produces an enemy encounter. Unless you're hunting for levels or gil, avoid 


these areas! 


Hellfire Chasm 





Lagnazzo is a glass 
ion with low 


! Dut DOW! 


[ party 
in a hurry 
his low defense 
and pound him 








BARBARICCIA 


Barbariccia’s bread RTRs 
and butter abilities, 


12,954 88 10 190 





Ray and Cyclone, 
strike the entire 
party each turn, so 
dedicate the White 
Wizard to using a 
Heal spell while 
everyone else chips 
away at Barbariccia’s health. She drops 
Braveheart, a sword that casts Confuse. 


rRUbBI CAN T & 


Rubicante’s spell HP | ATK| DEF] MDEF | 
selection is a 15,000 88 40 220 
dazzling array of Fire 

spells: Fira, Firaga, 
and Scorch. Cast 
NulFire early in the 
battle to help reduce 
the damage the party 
takes from these 
spells. Oddly, Rubicante is not vulnerable 
to Ice, so rely on powerful melee attacks to 
slay this adversary and claim his treasure, 
Kikuichimonji. 








aw 
OY, 


SCARMMIGLIONE 





This is atwo-stage RYT ga 
battle. The intial 4000 19 10 
Scarmiglione uses. [isa TS 
Thunder, but has 140 0 0 


few HP and should 
drop with ease. 

The resurrected 
Scarmiglione retains 
the typical undead 
weaknesses to Fire 
and Dia. With pitiful 
defensive scores in 
both forms, hack 
away with melee 
attacks and watch 
out for Thunder 
(first form) and 
Poison Gas (second 
form) and this battle 
should be brief. 
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Lifespring Grotto 
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The entrance to Lifespring Grotto is a whirlpool near the canal created by the 
dwarves. The only way to enter this area is to use the ship. One of the random 


levels requires the use of the Canoe; in fact, the party spends the entire level 





paddling around in the Canoe! Another map’s floor is covered with ice shards, 





1600 
50 10 = 16 = 300 200 
454 
132 


Black Dragon 
Black Goblin 
Blue Dragon 
Blue Troll 






which deal damage to the party with every step. 

















Two of this game's most powerful bosses—Omega and Shinryu—are at the 






Fire end of Lifespring Grotto. You can only fight one of them per trip (they're 









Dark Elemental 200 66 20 420 es 780 4500 on the same level), so plan on at least two visits to Lifespring Grotto. Before 
Dark Eye 450 45 20 156 Lightning 2000 555 embarking on a trip, pick up Tonics from the Desert Caravan to use during 
Death 160 95 4 120 800 753 the battles and load up on Ethers so the party is at full HP and MP before 






either encounter. 





Elemental 


Death 
Manticore 


Desertpede 120 35 15 85 -- 400 250 


Dragon 268 56 30 135 Fire,Dia 999 2331 
Zombie 


Elm Gigas 250 #840 15 =120 = 850 850 
71 
352 


243 






















Gloom Widow 





Green Dragon 






= Holy Dragon 1374 100 50 200 -- 5055 5505 

S v 

Ss Killer Shark 1200 +60 20 120 Lightning 700 2500 

= Python 85 29 15 50 % 150 200 When you encounter Dark Bahamut, he issues a challenge: defeat a specific 
2 Red Dragon 248 75 30 200 igi 4000 2904 number of dragons to pass his trial. You will have fought most of the dragons 
= shine at this point in the game. The Holy Dragon is the most powerful foe, so don't 






take it lightly. 





Poison 










Fire, Dia 
Lightning 





Revenant 









Sahagin Queen 






SilverDragon 200 53 10. = 180 = 2000 1800 

| Skuldier 120. 25 6 42 Fire, Dia 80 133 

White Dragon 200 53 8 196 Fire, | 2000 1701 
Lightning 







Wild Nakk 80 15 20 30 - 60 240 
500 - 










Yellow Dragon 


While there are five total maps filled with dancers in Lifespring Grotto, you 
will only see three of them during a visit. The first map is static, but there are 


two choices for the next two locations. 


The challenge is moving through the throngs of dancers. Just move in the 
same direction as the dancers and try to pick up any random chests that 


appear before moving to the next map. 
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The fifth basement of Lifespring Grotto is always the village of Seahold. 
Speak with the mermaids to determine the location of Gilgamesh. He 


appears in one of three locations (see map callouts). 


123 





Scanned by n3Xt 


GILGANnAE se# Lilfespring Grotto Boss Encounters 
Gilgamesh has a | HP | ATK| DEF | MDEF | Before fighting the enemies on B20, Omega and Shinryu, make sure your 





few tricks up his 3888. 70 50. 220 party is at least level 50 (assuming the party includes a White Wizard). Even 
sleeve, including at level 50, you should save your progress before fighting either foe. 


Protect, Wind Slash, 0 
and Excalipur. 
However, his fast 
melee attacks can 
bring down a single 
character in a flash. 


Use Invisira and Protera to mitigate the <> IN/I — Ca y aN 


damage, then take him down with powerful 


If your party isn't level 50 (if you have a party without a White Wizard, 
then wait at least 10 more levels and pick up the Sage Staff from Orthos in 
Whisperwind Cove), then return to the surface through the warp points on 





B5 or B10 after defeating Gilgamesh or Atomos. 









melee attacks. Gilgamesh drops Genji Settle in for a long 

Gloves after the fight. fight because 35,000 115 190 
Omega’s defense is [iijijsaq RCTS Esco 
incredible. Protera 990 0 0 


and Invisira help ae SS 
against Omega’s Lightning 
single-target blasts, 
but there’s no real 
. } This map consists of a giant castle defense against 

' with rooms that are connected Wave Cannon. 
by a fading walkway. Many paths Use Healaga every 
=f lead nowhere, so study the map to turn if it’s available 
@ determine which side paths you (use the Rune Staff 

- should avoid. if Healaga isn’t an 
option), and feel free to burn a Megalixir if 
things get tense. Lightning-based spells inflict 

decent damage, and let your Knights use 

x a cD) NZ Ce) Ss some enhanced melee attacks. Until your 


characters reach level 80 or so, this battle 
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B10 means an HP | ATK| DEF | MDEF ; : ; ee 
encaunteranah acer mrasa snvais Caen will be a grind. Be patient and you will claim 





Mursame at the end of the fight. 





Atomos, who holds , 

one of the best items 0 awe 

in the game—the 

Judgment Staff. 

ree SMeMINIR Y U 
formidable opponent Use Protera | HP | ATK| DEF | MDEF | 
who uses Firaga immediately and 35.000 220 60 220 
and Comet to damage the entire party, or consider multiple 

Wormhole to knock out one character instantly! applications 
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Use Saber and Haste early in the fight, then 
dedicate one character to healing the entire 
party each turn with either spells or items. 


of Invisira to 
counteract Shinryu’s 
unbelievable 220 
attack power. 
Fortunately, 
Shinryu’s physical defense is relatively low, 
SO pass around Haste and Giant's Gloves to 
the melee-based characters in the party. You 
may want to use two characters to attack 
while the other two heal every turn. Just as 
with Omega, defeating Shinryu won't happen 
quickly so don’t give up if the fight continues 
to drag on. Keep in mind that the prize at the 
end is the mighty sword Ragnarok! 
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Black Dragon 
Black Goblin 
Blood Tiger 
Bloody Eye 
Bonesnatch 
Catoblepas 
Dark Elemental 
Dark Wolf 


Death 
Elemental 


Death 
Manticore 


Desertpede 
Devil Wizard 
Duel Knight 
Earth Plant 
Earth Troll 
Elm Gigas 
Flare Gigas 
Flood Gigas 
Gloom Widow 
Hundlegs 
Knocker 
Mad Ogre 
Mage Chimera 
Mythril Golem 
Pharaoh 
Poison Eagle 
Prototype 
Python 
Reaper 
Red Flan 
Revenant 
Rock Gargoyle 
Sekhret 
Skuldier 
Squidraken 
Undergrounder 
Unicorn 
Vampire 
Wild Nakk 


Yamatano 
Orochi 


Yellow Dragon 
Yellow Ogre 





Fire, Dia 


Ice 


Fire, Dia 


Lightning 


Fire, Dia 
Fire, Ice 


Fire, Dia 


Fire, Dia 


Ice 


Fire, Dia 






























—_< 5 2 & —Bae 
Attack 932 145 
Magic 646 441 
Defend 639 56 
Items — 701 556 


The good news about Whisperwind Cove is that, unlike the other bonus 
dungeons, you can face all four bosses during a single trip. The bad news is that 


WI rwind Cove contains 40 levels! The levels are encountered randomly, 





1e final level that always contains the encounter with Death Gaze. 











is level, you must obtain a star ruby and give it to the giant 
th. To accomplish this task, speak with the dwarves around 
ake note of which item each one desires. One dwarf has the 
starts the chain of events (it's randomly determined), so when you 
have thar it's a matter of speaking with the next dwarf in the chain to advance. 


The final dwarf hands over the star ruby. 


Give me star ruby and I let you pass! 


Each o these dwarfs has is own set o 
problems. 
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Speak with the lone man amongst 










the throng of giant beavers. He asks 
for a certain number of beavers to 

be moved to each side of the room. 
Upon doing this, he opens the portal 


to the next map. 
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‘These two maps are almost entirely covered with lava. To restore the party's 


HP, walk around the stony areas to start a battle and use the Healing Staff 
and Healing Helm to conserve MP. Of course, with enough Ethers in your 


inventory, MP conservation isn't as much of a priority. 








There are two maps that offer both shops and Inns to restore the party's HP 
and MP. The Inns are pricey at 1000 gil, but gil is likely not a concern at this 
point. There are items for sale in these towns that are otherwise typically 

difficult to obtain or are available one time only in a chest or from defeating 
a boss. The mages have a static inventory, offering all levels of both types of 





magic as well as item, weapon, and armor shops. 
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Wizard’s Staff 50,000gil +15 +15 DAPARAPARAR 
oe 40,000 gil +18 +15 PEP a aATApARA RZ 
Healing Staff 25,000 gil +6 0 Aba Apa f. awe 
Mage’s Staff 25,000gil +12 +10 PAPA PARALA Te 
Light Axe 10,000gil +28 +15 FP a BABARAGA 
Item Shop 
Light Curtain 1000 gil 
Red Curtain 300 gil 
White Curtain 300 gil 
Blue Curtain 300 gil 
Lunar Curtain 500 gil 


| Miser Cove Tom Shap D 
Ee Item ae 

Foo BEBO 

fen fost foslenlwrlcuss | 
Hi-Potion 150 

Protect Drink 1000 

Bard’s tunic © 67,900 +20 3 3 MaMa By, Hehe Re 
Gladius 73900 +23 +30 Ba MR e PAR. 
Duel Rapier 75.900 +27 «+30 Fin Mg PY 
Fleas PRIS) 

ten [cost foerlenywrfcuss 
Remedy 1500 

Kenpogi e120 +28 -1 1 BARA 2, BAR 
Zephyr Cape 51,000 +4 491 Bey PQ PY fe Be 


Wizard’s Hat 46,600 Ss el es) PABARA %e fe % 
fen cost Tak] act fous | 
Koteisu 65,900 +22 +420 By May HEAR 






fee ee ee i [oes enka ae 


Armor Shop es 


White Robe 25,0001 +24 2 2 (RAR ARPA RAR PA | 
BlackRobe 25,000gi +24 2 -2 [RARARAR ARR 
Protect Cloak 20,000g1 +8 2 2 Yn Va Rye fe 
Protecting 16,000g1 +8 1 -1 Baty Be 
Gauntlets 16,000 +6 3 Po ParsraFAr 


Fas BIBLIO 
EC 
Turbo Ether 500 

a 

Saae’ 3 
Hee e000 +2 2 2 GARAVAG fo Rx 


Viking Axe «43,300 «+250 +10 PoP a PAPALAIA 
Mage Masher 69,700 +20 | “430 is Pn 4 [Ax A 
Fino BE 
cc 
Hermes’ 

Shoes a 

Elven Cloak 55,800 +9= 0 1 %S % % & Z24 fh i 
Sage's Mitre 45,200 . = 1 PARA Bs PAPA § +a Fe 


OR ba TARR ET 
Ogrekiller 37,100 +30 0 72 Pa VAPALADA 
PoP aPArAls 0A 


WarHammer 38,000 +30 oO 
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Town 


The town is full of faeries. 


Faerie 


, then search through 


| two parts (the parts and their 
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the pieces scattered around the area 


(the silver one) 


MP entirely and leave everyone's 


s 


Some of them are helpful (restoring the party's 


HP and MP), while others drain the party 


HP at 1! If the entire party is close 
enough to full health (there are still 


are discovered, 


) 


ions are random 
Return to the original robot, 


locat 


), 


random encounters on this map 


who 


n 
ev 
is 
Vv 
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then dont spe 


reveals the exit from this map 


except the one nearest the exit, who 





opens the path to the stairs. 


Bonus Dungeons 
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New Place, Old Enemies 


Speak with the creatures wandering around to start a fight. These fights are 
manageable at this point in the game, but you must clear out the inhabitants 


to open the stairway. 


Whisperwind Cove 





Hide-and-Seek 


When you encounter a child who is playing hide-and-seek, you must help 
find the final kid who is proving elusive. This red-headed master of hiding is 


in the center of town in one of three locations. Use the information on where Typhon’s vulnerabili 
the various doors lead to find the rascal, then return to the first child who ake opens up y ral TK DEE | MOET 


opportunities for 
Black and Red 
Wizards, but don’t 
deviate from the 
enhanced melee 
attacking that works 
SO well against every 
boss. The reward for defeating Typhon is the 
Genji Helm. 





reveals the way to the exit. 
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Whisperwind Cove 


ORT Fi inc 


Don’t bother with 

any magical attacks 

against Orthros. 

With a 40 Defense, 

he’s not the easiest 

target for melee 

attacks. He uses Ink 

during battle, but 

most parties should 

already be safe 

from status effects. 

The Rune Staff 

dropped by Orthros 

is a big step up from 

the Healing Staff, especially if you're playing 
without a White Wizard in your party. 
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He so open wp <2 200 80 

with Invisira an Git [| EXP | 

Protera to minimize 180 0 0 is = 
the damage dealt J T= aaa , Ue: 
to the party. Keep Fire, Dia 
everyone's health : 

up and watch out for a: 

the boss’s Acid Rain orem - 

ability. : 
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GAZE 












: Death Gaze uses | HP | ATK | DEF | & 
. a variety of painful 30,000 90 150 = 
Loony <r spells, including | MDEF | GIL | EXP | S 
iors Death and Kill. 220 0 0 = 
Protect Rings and 7S 85 
other similar pieces Fire, Dia 
of equipment go 
a long way in 


k this fight. If your 
eS inventory includes 
any Tonics, then 
use them. Any 
extra HP. attack, or 
agility is a welcome 
addition. Defeat Death Gaze to pick up the 
; Lightbringer (Death Gaze drops it) and 
rF igaies ; pee ees Ultima Weapon from the chest near the 

~ % s warp point that leads back to the surface 
world. 





World Map 
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rca pped off with anintense boss battle. In any given run through the Labyrinth 


e Labyrinth of Fime is comprised of 30 floors filled with challenging puzzles, 


' of Time, you must clear seyén to 10 floors (the party always starts in a Modern 


Maze). In additionseli@ boss at the end changes depending on your performance 
in solving the puzzles. The Save feature is disabled in the Labyrinth of Time, as 
are any spells and items that transport the party out of the dungeon. 


To gain access to the Labyrinth of Time, you must have completed the main 
story up to the point where you're ready to go back in time to fight Chaos. Talk 
to the cloaked figure in Cornelia, and it will leave town through the south exit. 
Next, follow the cloaked figure to the back of the Chaos Shrine and examine 
the miasma emanating from the back wall to open a doorway. Walk into the 
column of light after listening to what the cloaked figure has to say. 


Each level within the 


Overcome the device within 
and journey onward. 


labyrinth begins with the 
Light of Time providing 





a list of abilities to 
sacrifice and the amount 
of time gained through 
the sacrifice. If you are so 
inclined, you may choose 
to sacrifice fewer abilities —— 

than the number given 

and have less time to complete a floor. Each floor is then activated by examining 
the stone tablet located somewhere on that floor. It's usually near the entrance, 
but not always, so look carefully. Time will continue to count down even while 
you're looking for the tablet, so find it as quickly as possible. 





Enemy Encounters 


The enemies that patrol the Labyrinth of 

Time are the same ones you've encountered 

throughout the bonus dungeons. The only 
new enemy is Chronodia, who awaits in the 
Space in Time. 





EIT 





Complete the level's challenge with time remaining to break the blue seal. It's 
still possible to complete the floor's challenge after time expires, but the party 
loses HP and MP for every second after and enemy encounters occur more 


often. Completing a challenge after time has expired breaks the red seal. 











The following is the complete list of abilities that may be 


sacrificed. 


No Fight command 


No Magic 
command 


No White Magic 
command 


No Black Magic 
command 


No Item command 
No recovery items 
No attack items 


No Flee command 
No Dash ability 


Attack halved 
Defense halved 
Accuracy halved 
Evasion halved 
Intelligence halved 


On the Battle screen, Fight is unavailable as a 
course of action. 


Only one of the No Magic/White Magic/Black 
Magic options can be sacrificed at a time. 
Magic becomes unavailable as a choice on 
the dungeon map and the Battle screen if 
Magic is sacrificed. Sacrificing White or Black 
Magic leaves Magic as an option, but the 
spells of the selected color are grayed out. 


Only one of the No Item/recovery items/attack 
items options can be sacrificed at a time. 
Sacrificing the Items command means no 
items are available for use. Recovery items 
are the items that restore health or remove 
Status effects. Attack items are the items 
usable only in combat (such as Fangs). 
Equippable items that are used to produce 
an effect aren’t part of either list, so you lose 
their use only if the Item command option is 
sacrificed. 


The party cannot run from a battle once it 
begins. 


The party moves at a walking speed at all 
times. 


Each character’s Attack score is reduced. 
Each character's Defense score is reduced 
Each character’s Accuracy is reduced. 
Each character's Evasion is reduced. 

Each character’s Intelligence is reduced. 


rae Ss eee ae 








Breaking Blue Seals 


If your goal is to complete the challenges within the time limit, then keep the 


following in mind: 


+ DON’T GIVE UP DASH: You're racing the clock; walking speed is not 


an option. 


+ DON’T GIVE UP FLEE AND DON’T STOP TO FIGHT: Battles 
waste time, so skip them when possible. Time continues to count down 
during battles. 


+ IF YOU DON’T NEED TO FIGHT, GIVE UP OFFENSE: If you 
need time, drop offensive (Attack, Accuracy, and Intelligence) stats. You 
can run away from fights, but characters might get KO'd in one shot if 
their Defense and Evasion are too low. 


+ SET THE CURSOR TO MEMORY: If you're forced to fight, save time 


by having your selections carry over between rounds. 


+ MAGIC IS EXPENDABLE WITH THE RIGHT ITEMS: With 
the Healing Staff and Healing Helms, Judgment Staff, Lightbringer and 


the like available, you dont need a Magic command. 


+ REVISIT THE LIGHT OF TIME AFTER TIME EXPIRES: Buy a 


bit more time by giving up additional abilities. 








Inner Sanctum 


An Inner Sanctum is a rest area that appears 
randomly during a trip through the Labyrinth 
of Time. The pots on the floor restore the 
party s HP and MP The blue column of light 
leads to the next level, while the red column 
of light serves as an exit to the start of the 
Labyrinth. This is the only way to exit the 
Labyrinth (short of defeating the final boss) 
and save any progress you ve made. 
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MODERN MAZE 








SACRIFICE LIST— 
PICK 14 
| No Magic command 


No Flee command 


| 
| No Item command ; 
| 





Watch the first faeries movement 
closely. You must find this specific 
faerie from a group of five based 
solely on how it moves. Picking 
the wrong faerie results in the | 
quintent retreating, changing | 
positions, and returning. You | 
lose nothing for an incorrect 
selection except the time it takes 


for the faeries to shuffle around 


, 
: 
: 
= 

2 


off-screen. 





SACRIFICE LIST— 
PICK 1 


No Fight command 








re) ees ud 


No Magic command 


a eneesneninentveeracensnsns 


| No Flee command 


No Dash ability 


There are nine chests but only one 
chest contains the key to break 
the seal. The seven faeries in this 


Medieval Dungeon 


area provide hints; all but one of 
them are telling the truth. 


The easiest way to discern the one 
not telling the truth is to speak 
with all the faeries. There should 
be at least one who contradicts 
what two others have said. Piece 


Modern Maze 


together the remaining clues, open 
the correct chest, and the party is 





ready to continue. If you select the 
wrong chest, the remaining time is 
cut in half, 
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The goal is to push the stones 
into the open spots in the north 
wall. Any stone that is moved 

and touches a robot is destroyed. 
Speaking with a robot at any time 
resets the stones that have been 
destroyed. Stones that have been 
correctly placed will remain where 


they are. 


You can complete this maze fairly 
quickly, so don't go overboard 
and drop abilities for the sake of 
time. Minimize the east and west 
movement of the stones while 
pushing them northward. Doing 
so means another stone will make 
a longer trip before being placed. 
Longer trips increase the chance 
of touching the wandering robots 
and a greater chance that you 


must reset the puzzle. 


The key that unlocks the exit 

is hidden in one of three chests 
scattered in the area. The dragons 
act as security guards, moving 

in different directions and 
occasionally at different speeds. 
The dragons move in somewhat 
predictable patterns, but there is 


some variance in their timing. 


You don't have to touch a dragon 
for them to detect the party. As 
long as the dragon is facing the 
proper direction and is within 
three paces, the dragon will 

find the party. If your party gets 
discovered, they are returned 

to the starting point and the 
dragons positions are reset. Try to 
memorize the dragons paths and 
scurry past them when their backs 


are turned. 


| SACRIFICE ListT— 
PICK 7 


| No Magic command 
| No White Magic command 
| No Black Magic command 
| No Item command 
No recovery items 
| No attack items 
No Flee command 
| No Dash ability 
| Attack halved 


Defense halved 


| Accuracy halved 


Evasion halved 


| 


Intelligence halved 








- SACRIFICE LIST— 
PICK 1 


| No Fight command 


} 
i 
| 
1 


No Magic command 


| No White Magic command 


j 
} 


| No Black Magic command 


| No Item command 


No recovery items 


i 
} 


| No attack items 


| No Dash ability 
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Medieval Dungeon 











No Magic command 
Tablet o Item command 


lo Flee command 





No Dash ability 





and shows the correct path again. 
The path changes if you reset the 
puzzle, so pay attention each time 


the light makes its circuit. 





No Fight command 
No Magic command 
| No Flee command 


No Dash ability 








where to find it, there's no real 
need to light the candles. 


tet. Ped thet t, oe Pet ot 








SACRIFICE LIST— | 
ICK 3 a 


No White Magic command 



















| No Item command 
No recovery items 
No Dash ability 
Attack halved 

| Defense halved 


| Accuracy halved 





| Intelligence halved 





After the tablet provides the distance to the buried key, use individual 
taps on the controller to move since this allows you to count the number 
of steps taken. Turning off Dash may make counting your steps in this 
manner easier. If you dig in the wrong spot, there may be an enemy 
encounter and the game provides an updated distance to the key. Keep in 
mind that diagonal movement isn't allowed in Final Fantasy, so one square 


away diagonally is actually two steps. 


SACRIFICE LIST— | 
ICK 3 

rae | No White Magic command 
Speak with the cloaked figure to start a parade 

_ of 10 characters encountered previously in 
Final Fantasy. The cloaked figure asks three 


multiple-choice questions that you must 


No ltem command 


| 
1 
| 
No recovery items 


answer correctly. If you miss any, the cycle 


No Flee command 


starts over with a new set of characters 
marching between the balls of fire. 


| No Dash ability 


Unless you have a terrific memory, take some 


Attack halved 


notes (a pen and paper works well here) and 
devise a shorthand system to note the order of 


| Defense halved 


the characters. With the information in front 


of you, answering the questions should be a 


Accuracy halved 


breeze. 


| Intelligence halved 
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Ancient Catacomb 


Medieval Dungeon 
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9 The-Bat.Cave 











This is a counting exercise. Take note of the total number of bats, the 
number of stationary bats and the number of bats in motion. Answer the 
single question at the end to break the seal. 
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No Dash ability 


No Magic command 


No Flee command 


SACRIFICE LIST— | 
PICK7 ~ jae ee 
No Fight command 

No White Magic command 
No Item command 


No recovery items 


No attack items 


Attack halved 
Defense halved 


Accuracy halved 





Evasion halved 


Intelligence halved 





No Fight command 2 


No Dash ability 








The bats must go into the center 
area. Stand at the entrance to 
the area and use the bats logic 
(turning right with a collision) 
to backtrack through the path 
the bats must follow to enter the 


center area. 


If you don't want to break the 
blue seal, start at the top-center 
of the room and wait for the bats 
to veer away from the party. Take 
one step back and wait for their 
return and repeat this process. 
This trial-and-error method is 
excruciatingly slow, but you will 


find the solution eventually. 




















Tablet 

















Read the tablets and light the 
appropriate candles in the four- 
by-four grid. The tablets provide 
clues as to which candles to light 
to break the seal. 


Start off by reading the tablets 

to determine how many candles 
you must light. If any tablet 

says to light all of the candles, 

do so immediately. If any tablet 
indicates to light three consecutive 
candles, light the center pair 
immediately, Fire Drill becomes 
tricky when every tablet asks for 
you to light either alternating 

or a single candle. If this occurs, 
trial-and-error may be required to 


solve this puzzle. 








_ Sacninichs LisT— 





PICKS 
| No Fight command — 


| No Magic command 
No Item command 


No Dash ability 





Interacting with a candle switches 
the candles around it (above and 
below, left and right) from off | 
to on, or on to off, The goal is to 
have all the candles lit at the same 
time. 


There is a random number 

of candles burning when the 
challenge begins. The key to 
solving this puzzle is lighting 

the most candles with the fewest 
touches. The solution should not 
include switching an already lit 
candle off, then re-lighting it. If 
you're stuck with a single candle 
still unlit, leave the puzzle area 


and restart the puzzle. 


| No Fight command 


| No Magic command 


| No White Magic command | 


suoabhung snuog 


| No Black Magic command 
No Flee command 

No Dash ability 

Attack halved 

| Defense halved 


Accuracy halved 


| Evasion halved 


Intelligence halved 





io Fight command 





























Jo Magic command 


No Item command 





\io Dash ability 
Attack halved 


Defense halved 





Accuracy halved 





appearance. The fourth group 
has five characters; however, the Evasion hal 
challenge is the same as the one vasion halved 


for the previous group. The final 


Intelligence halved 


challenge has 10 specters and the 
change could be either a slightly 
changed character model, or a 
specter has changed the way it 
faces. A wrong guess leads to a 
battle; after the battle, the specters 


re-appear and the process begins 





again. 


Primeval Pit 


No Magic command 





No White Magic command 


Ancient Catacomb 


No Item command 





is thal the somes Grunlble ater re No recovery items 


crossing them. If the party falls No Dash ability 


into the lava, they are sent back 
to the starting point and all of the 


Attack halved 


spheres reappear. 


Defense halved 
Accuracy halved 
Evasion halved 


Intelligence halved 






















Move the robots to clear the path to the other side of the room. The robots 
move in the direction opposite the side on which the character stands (keep 
this thought in mind). The robots’ locations vary slightly each time the puzzle 
is started. 


The key to completing this challenge is to look ahead before moving any 
robots. Push robots out of the way of the party's path and make sure they 





The goal is to open the chest in 
the center of the maze to break 
the seal. When the screen flashes, 
move closer to a lightning rod 

to avoid being swept back to the 
Start. Just keep within one space 
(diagonal spaces are safe as well) 
of the lightning rod until the 
lightning strike passes. Stray too 
far from the lightning rod when a 
lightning bolt hits and you must 


start over at the tabler. 





don't block movement of other robots. If a single push is all that's required to create a path, don't push the robot 


twice just because the path is clear to the wall! You can always return to move the robot again if it’s necessary, but 


you cant undo any single movements. Thinking ahead is the quickest path to solving this puzzle. 
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SACRIFICE LIST— 


PICK 6 
No Fight command 


No Magic command 

No White Magic command 
No Black Magic command 
No Item command 

No recovery items 

No attack items 

No Dash ability 

Attack halved 

Defense halved 

Accuracy halved 


Evasion halved 


Intelligence halved 


SACRIFICE LIST— 


PICK 6 
No Fight command 


No Magic command 

No White Magic command 
No Black Magic command 
No recovery items 

No attack items 

No Dash ability 

Attack halved 

Defense halved 

Accuracy halved 

Evasion halved 


Intelligence halved 
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Primeval Pit 
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Trip the switches (the orange 


| numbered callouts) in the order 


shown on the map. 





The cloaked figure hands over 
some gil and you must spend that 
exact amount by buying flowers 
from the merchants in the area. 
Keep a pencil and piece of paper 
handy to keep a running total of 
the amount of gil spent. Speak 
with a few merchants before 
buying anything to get an idea 

of what some are charging. After 
making a purchase from a vendor, 
that vendor vanishes. If you have 
spent too much or too little when 
you speak with the cloaked figure 


again, the challenge resets and you 


start with a different amount of gil. 





‘SACRIFICE LIST— 
PICK 6 


| No Fight command 
| No Magic command 
| No Black Magic command 
| No Item command 
| No attack items 
Attack halved 
Defense halved 
| Accuracy halved 


| Evasion halved 


| Intelligence halved 


1) X-Potion 6 Mind Plus 
2] Power Plus 6 ) Speed Plus 
© dDryEther = @ Elixir 


\ 5 Cottage GY) Potion 


| No Magic command 
No Black Magic command 
| No Item command 
| No recovery items 
| No Flee command 
| No Dash ability 
Attack halved 
| Defense halved 


| Accuracy halved 


| Evasion halved 


Intelligence halved 























Each floor switch controls one or 
more stones. Switching them off 
or on will make stones disappear 
or reappear, respectively. Some 

of the stones are not in the 
immediate area of the switch thar 
controls them, so explore a bit if 
you dont see a stone vanish after 
stepping on a switch. Additionally, 
some stones are linked to more 
than one switch. The goal is to 


reach the bottom-center square 


and head through the exit. 















Before starting this challenge, 

set Dash to off as even walking 
speed is faster than the robot you 
must mirror. Also, don't forget 

to mirror (not match) the robors 
motion. There are four stages 

to this challenge and each stage 
requires one pattern of movement 
eo repeated four times. Don’t move 
too far ahead or fall too far behind 
the robot! Fortunately, failing to 
move as indicated only resets the 


challenge back to the start of the 


current pattern. 











— 
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‘SACRIFICE LIST— 
PICK 6 


No Fight command 


A 


| No Magic command 

| No Black Magic command 
| No Item command 

| No attack items 

| No Dash ability 

| Attack halved 


| Defense halved 


| Accuracy halved 


SACRIFICE LIST— 
PICK 8 
| No Magic command 
| No White Magic command 
| No Black Magic command 


| No Item command 
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No recovery items 
| No attack items 
No Flee command 
| No Dash ability 
| Attack halved 
| Defense halved 
| Accuracy halved 


Evasion halved 


Intelligence halved 
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Original Chaos 


ORIGINAL CHAOS 








Move into the empty spot in 

the middle of the soldiers, then 
keep in step with them. Listen 

for the whistle to know when 

the formation is about to start 
moving. Note that the formation 
stops randomly and with no 
warning. The whistle sounds 
again when the formation is about 


to move. 


Move too quickly, or straggle too 
far behind, and the formation 
comes to a halt. The sergeant 

in charge of the formation will 
then shout in frustration and the 


chall 








enge repeats from the start. 


ring off Dash will definitely 





help here. 


There are four sets of statues 

that you must move and turn so 
they are adjacent to and facing 
each other. Pushing the statues 
makes them move in the same 
direction as the character faces. 
Statues always turn in a clockwise 
direction; reset brings back all the 


statues, so dont get stuck! 


The key here is to avoid pushing 
a statue into a position where you 
can't move it. It's not a completely 
lost cause if this happens as long 
as you can push the other statue 
to reach it, but it does make 


things a bit more difficult. 


‘SACRIFICE LIST— _ 
— PICK ere | 
No Magic command 


—> 





No White Magic command 


No Item command 





0 recovery items 


No Dash ability 


Accuracy halved 


Intelligence halved 


Companyyyyyy HALT! 
RIG! T-FACE 








No Fight command 
No Magic command 


No Flee command 





No Dash ability 

























frien tits 





No Fight command 
| No Magic command 
| No Item command 
No Dash ability 
Attack halved 
| Defense halved 


Watch the floor plates (or 
memorize the tones) and repeat 
the pattern. There are three 
memory tests and each successive 
test adds more notes to remember. 
Tablet Making a mistake means the 
pattern is repeated and you must 
try again, but otherwise no time 


is lost. 


You must clear a path for a 
robot to reach the light at the 
end of the maze. There are two No Flee command 
objects that block the robor's 

path: Holy Dragons and stones. 


suoabung snuog 


Attack halved 


‘The stones must be moved and 
the dragons eliminated (it isn't Accuracy halved 
necessary to fight the dragons; | ; 

you could engage them and Flee | Intelligence halved 
from the battle). If the robot's tee Soy 


path becomes blocked, it will shut 





down and return to its starting 
point. While the robot's path 
changes each time this challenge is 
started, it always follows the same 


path during the same challenge. 


Therefore, expect to restart this 
challenge at least once before 
completing it. There's no way to 
anticipate the robot's path, so you 





must learn through trial and error. 
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Ancient Catacomb 








Tablet 





The cloaked figure asks you to 
kill a certain number of a specific 
type of dragon without harming 
any other types of dragons. There 
are three defining characteristics 
for the dragons: horns (0, 2 or 

4 horns), wing size (large and 
small), and tail size (large and 
small). Carefully observe the 
dragons as they wander around. 
It's easiest to tell how many horns 
a dragon has when it faces south, 
while the tail and wing length are 


more apparent when it faces north. 


| There are three stages to this 


challenge. In each stage, the 
cloaked figure asks for an 
additional type of dragon 
(meaning one type in the first 
stage and three in the third). Its 
best to keep a tally of the dragons 
killed to avoid repeating the 
challenge. Failing at any point 
means starting over with the first 
set of dragons to kill. 


‘The first stage is to shut down 
the green forcefield. To reach the 
switch that controls the forcefteld, 
you must move the robots to 
create a path. There are some 
switches and stones beyond the 
robots. The switches remove the 
stones, but the stones return after 
a brief time. Activate the switches 
in the order indicated on the map 
(1-7). Take the most direct route 


to reach the next switch. 





"SACRIFICE LIST— 
“PICKS 


No Magic command 
No White Magic commana 


0 Black Magic command 





0 Item command 


| No recovery items 


No attack items 


No Dash ability 


Attack halved 


horned, short-tailed, short-winged 


you are to slay 6. 


No Magic command 


No White Magic command 
No Black Magic command 
No Item command 

No recovery items 

No Flee command 

No Dash ability 


Attack halved 


| Defense halved 


Accuracy halved 
Evasion halved 


Intelligence halved 


ACRIFICE LIST— _ 
PICKS © | 
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SACRIFICE LIST— 
PICK 7 
No Fight command 


NETHERWORLD CRYPT 


To break this map’s seal, the party 


must reach the end of the maze. ‘Ia Whi 
Use the candles scattered around Yo White Magic command 
the level to increase the visible ne Be : 
area on-screen. When the screen No attack items 
flashes, move the party close to a . 
lightning rod a around it \io Flee command 


until the lightning strike passes. 





lo Dash ability 


If the party is caught away from 
a lightning rod when lightning 


Attack halved 


strikes, they will return to the 


starting point. 


Defense halved 
Accuracy halved 
Evasion halved 


Intelligence halved 





SACRIFICE LIST— 
















PICK 7 
The exit is directly east of the No Fight command 
entrace, but the room is filled : : 
with robots. For each step that No White Magic command 


the party takes, the robots take ; 
a step in a random direction. If a No recovery items 
robot ends up in a square adjacent 
to the party, then a fight against a No Flee command 


Warmech ensues. Reach the exit 





suoabung snuog 


Attack halved 





to break the seal. 





Defense halved 

| Accuracy halved 
| Evasion halved 

| Intelligence halved 
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Space in Time 


Netherworld Crypt 
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Tablet 
BS555 
B55 


Tablet 










This is a combination of Twin 
Statues and Step by Step. You 
must match up the identical 
statues while monsters move 
randomly in time with the party's 
steps. When a pair of statues is 
matched, both the statues and the 
enemies that resemble the statues 


vanish from the map. Match up all 


the statues to break the seal. 





Watch the characters who pass, 
then speak with the cloaked 
figure. You receive an exact 
amount to spend (the amount 
changes) on purchasing flowers 
from the characters who just 
appeared. There are extra 
characters in the area as well 
(color swaps of the characters 

in the parade) who turn into 
Revenants if you speak with them. 
Check with all the characters 
before making any purchases. 
There are eight flowers to buy, 
however, the only way to reach the 


correct total is to buy from the 


correct seven. 





‘PICK 7 












No Fight eoninaid 

No White Magic command 
No recovery items 

No attack items 

No Dash ability 

Attack halved 


Defense halved 


cE 


Accuracy halved 


Evasion halved 


Intelligence halved 






No Magic command ee 

No White Magic command 
No Black Magic command | 

No Item command 

No recovery items 

No attack items 


No Flee command 





No Dash ability 
Attack halved 
Defense halved 
Accuracy halved 
Evasion halved 


Intelligence halved 











Space in Time is the final level of each succesful trip through the Labyrinth of 


Time. Chronodia, the architect of the Labyrinth, waits to challenge all those 
clever enough to navigate his challenges. 





There are several versions of Chronodia. Breaking red or blue seals in a 


certain order will send you on different paths through the labyrinth, with a 
defferent version of Chronodia at the end of each. The more successful you 
are, the more powerful Chronodia will be. The following boss fight includes 
that version's information, but the strategy to defeat all versions is essentially 
the same. Each version drops a different (and incredibly powerful!) item, so 
there is a reward for facing each version of Chronodia. 





CHRON ODI A 


(}m aad 
Your party will likely ja yyaa 
gain many levels 120 cr 200 
while travelling — = 


through the Labyrinth 
of Time. These levels 
come in handy when 
battling an enemy 

as powerful as 
Chronodia. Start off , . 
with defensive spells such as Protera, Invisira 
(consider multiple applications of Invisira) 

and NulAll on the mage tasked with keeping 
party members alive. You can use other Nul 
spells here, as Chronodia has an extensive 
spellbook. Chronodia’s most painful ability is 
called Seal, which locks out one menu option 
for a few rounds. The potential losses are 
Fight, Item and Magic. Fortunately, the current 
round’s selections are not affected by Seal: 

the lockout begins with the next round of 
combat options. 





Don’t use any damage spells on Chronodia. 
Black Mages are better off using healing 
items than trying to crack Chronodia’s 
impregnable magic defense. Use Giant 
Gloves, Haste, Temper, Saber, tonics, and 
anything else that improves a character’s 
melee attack potential. If Chronodia knocks 
out anyone during the battle, remember to 
reapply all of the protective and offensive 
spells that he or she had active. 





suoabung snuog 


These fights will be challenging until your 
party reaches level 80. This isn't a stretch if 
you wish to unlock all the levels in the Time 
Chamber and face each version of Chronodia. 
Don’t be shy with Megalixirs and Ethers 
during these bouts either. 
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@) #: The enemy’s reference number in the 
game’s bestiary. 


(2) Name: The enemy's name. 
(2) HP: The enemy’s total number of hit points. 


@) Attack: This score determines the base 
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= strength of an enemy’s physical attack. 
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©) Accuracy: This score determines the chance 
of an enemy’s physical attack landing. 
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(©) Defense: The enemy’s resistance to damage 
dealt by physical attacks. 


‘@) Agility: This score determines the order of 
action in battle. 


@) Intelligence: This score determines the 
chance of an enemy’s magic attack landing 
(e.g. Sleep or Bind) and the amount of 
damage or healing done by spells an 
enemy casts. 


5 
— 
3 
Dy 
= 
= 














; | 5000 60 


ie Be Eis « 











0 EE» Aca 6 i 
Ai: Ee > i» 
0 Te 20 5 Tw 





a 
mee 


TREASURE Dry Ether 


‘0 EST ow 


‘Megalir 


al ° 


INTELL 





® Evasion: This score determines the enemy’s 
ability to dodge a physical attack. The higher 
the score, the more likely a character will 
miss with a physical attack against the 
enemy. 


@ Magic Defense: The enemy’s resistance to 
damage dealt by spells. 


@® Gil: The amount of gil dropped by the enemy 
after it is defeated 


@ Exp: The amount of experience awarded for 
defeating the enemy 


(@®) Treasure: When defeated, the enemy may 
drop the item listed here. 


@® Weakness: The types of magic to which the 
enemy is vulnerable. 


@ Resistance: The types of magic that have 
little to no effect on the enemy. 
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1 PUZZLE 


When'you'revon the ship, hold the X button and press the Circle button 
23 times to access asliding tile puzzle game called“15 Puzzle.’ The game 
tracks your best time and rewards you accordingly. You will receive two 
of the following items for top three finishes each time you complete it. 
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ART GALCERY 


There are 76 images to unlock in the art gallery. The higher your 

3 g Y £ y 
completion percentage, the more images you will unlock. To increase the 
game's completion percentage, empty every treasure chest, find all the 


enemies in the bestiary, and complete the bonus dungeons. 


MUSIC PLAYER 


Defeat Chaos and save your game to create a “Clear Data” file. This will 
unlock the Music Player in the Extras menu. The Music Player allows 
you to listen to the music you heard throughout the game. You only have 


to unlock the Music Player to access all of the available tracks. 











The following are the items you can win for completing the puzzle in a 
time that is greater than the time for the top three places. These items 
are given out one per win: Golden Needle, Antidote, Potion, 100 gil, 


Eye Drops, Phoenix Down, Echo Grass 


TIME CHAMBER 


Defeat Chronodia at least once and save your game to unlock this 
option in the Extras menu. This menu option enables you to return 
to any floors within the Labyrinth of Time that have had their blue 
seal broken. Press the Triangle button to read the rules for using the 
Time Chamber. 


Time Chamber 
The Path to Peace | 
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COMPLETE WALKTHROUGH 


Detailed tips and strategies to 
navigate every dungeon. 
















e AREA MAPS 


Locate every key item and treasure 
chest in the game. 


e BOSS STRATEGY 


Proven strategies to defeat every 
boss. 
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e ITEM & EQUIPMENT LISTINGS 


Comprehensive statistical 
information for every armor, 
weapon, and item. 
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Find all five brand-new dungeons, exclusive to this game! Dungeon maps 
reveal tons of hard-to-find goodies. 





Ultima Weapon obtained from the 
chest! G 
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Fight and defeat the game’s most notorious foes. Follow our game-tested tactics 
to mow down every high-powered boss. 





Enemy strengths and weaknesses, treasure drops, resistances, and much more. 








In-depth coverage of 
each character class, 
including equipment 
and spell listings, class 
changes, and starting 
stats. 
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Navigate through each area with proven tactics 
and strategies. Annihilate each boss and reap the 
rewards of every treasure chest. 
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